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SUMMER SLIPS 


There were moments atthe Trade 
Day of the Earls Coun Computer 
Fair in June, when lhe fair sseemed 
like a symbol for the month. The 
stand that should have been 
occupied by Carnell Software had 
been handed over to someone else, 
Camel's name plate had vanished 
to be replaced by that of the new 
occupiers, But even as | stood 
walching them fill the stand, their 
name plate was replaced by 
another and they were out! One 
exhibitor was heard to murmur, “'s 
like the Wall Street Crash round 
here! The show's noteven officially 
openvet and software companies 
are going out of business like Mes" 

Wellitwas a bitofan 
exaggeration, butwhalwith Carnell 
collapsimg at the start of the month, 
Salamander half way through, and 
the earthquake lrom Liverpool as 
Imagine crashed, one could be 
forgiven for thinking that the bubble 
had burst, Buthas il? 

Another rumble was to be heard 
atthe very start of June, with the 
news that Argus had bought out 
Quicksilva. The main difference 
being that the shareholders and 
management of Quicksilva seemed 
pretty happy by the take over, 
which, according to Rod Cousens, 
had been on and off and on again for 
months. Quicksilva's take over 
indicates something Rod Cousens 
has been heard to state would 
happen, a slow merging of interests . 
between the several bigger games 
software houses to create a much 
more powerful base for marketing 


and development. Of all the events 
of Jura, however, nothing was quite 
so spectacular as lhe demise of 
Imagine. 

Perhaps the major problem 
associated with the collapse oÍ 
Imagine ts that like a large ocean 
linear going down, itmay sucka lotof 
others with it— not in the sense thai 
anyone else is financialhy 
dependent on Imagine, butinthe 
sense that the loss of the powertul 
company may be seen by the world 
atlarge as the end ofthe British 
games software boom. Ifthis 
assumption is made by the media, 
then itwil be an inaccurate and 
urfair one, The computer press, of 
course, has a fair idea of the 
shenanigans that have been going 
on behind the scenes atlmagine 
House recently, but the National 
Newspapers (who have so loved 
reprinting imagine's oulrageous 
stones of 17 year old programmers 
garning salanies 01 £35,000 plus a 


vear) don't know, and probably don't 


care much. Neither will the TV 
companies who have flocked to 
Liverpool! to shoot film and video of 
the brash, young new moguisof the 
software boom; nor will the gloomy 
pink predictions of the Financial 


Times make better reading, for they 
havenever been able to distinguish 
between the clumsy fumblings of 
lhe American soitware scene with 
ts spectacular upsetsover . 
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dedicated arcade machines and 
home VCS games machines, and 
the far more thoroughbred, quirky 
and innovative British home 
computer games scene. 

So there is a distinctdanger that 
the aftermath of Imagine 's financial 
collapse willbe read as the END = 
FINITO — no more games software 
— another skateboard fad— a bubble 
burst. Fortunatehy most of us who 
care aboutthe future of the home 
computer and more especially the 
rich and exciting developrnent 
possibilíties of the computer game, 
know lhat this is a load of bulishit. So 
perhaps the world will get lucky and 
the media at large will totally ignore 
Imagine's disaster. Or better still, 
perhaps they will examine it all 
properly and come to the conclusion 
that as an organisation Imagine was 
heading for a fall of its own making, 


dueto mismanagementatlhe very | 


top. 





Wihatis truly sad about the whole 
sorry business is that a lotof people 
employed by the software giant in 
Liverpool are now jobless and a lot 
of magazines are cutof ad revenue 
they should have received; worse 
Still, perhaps, for the tape 
duplicators who have helped create 
lhe wealth of the three directors of 
Imagine who segm to have pulled 
offone of the biggest! financial coups 
tor along while, getting out with 
asseis and money to leave the rest 
to rol, 




































What is certain, is that Imagine's 
demise will not affect the restof the 
software industry one iota. Indeed, il 
may well benefit some software 
houses. It's a pity Imagine will miss 
the coming pre-Christmas season 
which promises to be richin the 
micdure of dross and briliance that 
makes British software such an 
exciting thing to write about, 


There are more details about the 
Imagine crash on page 32. 





PRICE INCREASE 


Rather than spring iton you next 
month when you pick up your copy 
ofCRASH, we regretto inform you 
that as from next month (Issue 8) 
the price of CRASH must go upto 
B5p. 

The reason for this is not that we 
have increased the amount of 
colour or improved the quality of the 
paper overall, but because the price 
of paper is going up generally. 
There has been heavy strike activity 
during this year inthe American 
paper mills, resulting in an acute 
shortage over there. American 
paper brokers have been 
rampaging through Europe buying 
every ream they can lay their hands 
on. This has caused a sharp se in 
the price of paper coming from 
British mills and our printer is forced 
to pass on this increase lo us, 

We deeply regret the necessity 
for this increase, and hope that you 
will go along with us. ALBSp, and 
with its high editorial content, we still 
feel CRASH represents good value 
tor your money. Of course, those 
readers who have take out 
subscriptons will still continue tó 
receive their copies aí the old price 
of 75p. Aryone who would like to 
subscribe to CRASH — this is the 
last issue with the coupon atan 
effective priçe of 75p per copy. 
Better take advantage! 
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4 | | COMMENTS 
Realm ofthe 
ontrol keys: sensible, |/Q up! 
Undead Eai o 
| Joystick: none 
Producer: Lothlorien Keyboard play: very. 
Memory required: 48K responsive 





dorica: Use of colour: nicely used 
Ei ne Graphics: small, undetelied 
Language: BASIC and The Castle door's open, but can you reach it in time to rescue the villagers? and slightly jerky at slower 
machine code RA ——— |speeds 
the coffin opens the door to a , 
' Stake 'n chips, 'Fangs for the | store room at the top right 
Memory, and other assorted | where you can collect a stake. 
funnies come to mind as you | Another lever at the top left 
take a trip into the Aealmof the | causes a hammer to appear for. 
Undead. Haunted by tarantu- | a short while. This too must be 
las, bats and the Dark Lord | collected before either Dracula 
himself, your task is to clear | gets it, or it disappears. Having 
three screens and rescue trap- | collected stake and hammer 
ped vilagers. vou can entice Drac back into 
Screen one is a simple maze | his coffin, shut the lid and drive a 
patrolled by tarantulas, whose | stake into his hear. Van Helsing 


















af : 
eos bite is death unless you have | would be proud of you. 
Le collected sufficient quantities of 
ER aric cloves. Contact with a | 
El | Serio of the undead will js CRITICISM 
Ea | | a clove O 
Sm pod E alica are is | O Realmofihe Undeadis quite | 
"Ab harvested its safe to go and | playable considering it is prog- LEbssAnASs 
Ma press the lever which is some- big pe dp e ERedda 
A ninoro at he op a dt te. | but could do with a lile enlarg- | Drac's outon patrol and lhe undead await you. 
EM appear, which must be reached | ing, but the biggest problem = 
ia beiore it vanishes again. | seems to be that the game is a 

Getting onto the second little bit too simple. Even a “ | | 

a, screen, you must free the trap- mega-dodo like myself com- | outin a typical maze with chas- | Sound: neat squeaks but little | 
Be ped villagers. This is done by pleted the game on skill level | ers situalion. Graphics are eise | | 
mai ad entering a long maze, avoiding | one, but at the other end of the small and undetailed and move | Skilllevels: 5 speeds 
VA the bats and tarantulas, getting | boot the game is unplayable on | from a slow jerky pace lo sucha | Lives: 3 to start and depends 
"my to the lever at the bottom and | skilllevelfive. Sothismeansthe | hyper speed on the higher | ongarlic afterwards 
AS then returning up through the | addictivity goes down quite a | levels thai you can hardly see | Sereens: 3 
Ei maze to the top level where bit. The idea for this game isnt | them! Colours are chosen fairty Originality: concept fairly 
a pressing the lever has opened too bad (well not really bad well although | think a darxer | original, game type quite typical 
Roe, the castle door. This also re- | anyway) but graphics and | background would have been General rating: fair to average | 
ga gases the villagers which must sound could have been en- | beiler. | like lhe way that eating | butnot much lasting appeal. | 
Ra be “run over to rescue them. | hanced, A nice touch is when | a clove of ganic makes you 
Eh The castle door only stays open | you've completed the game and squeak — exactly the sort of | Useof computer 50% 
De anyway If vou run into a bat. back out of the castle. My big- from anyone ealing a nhols Playability 53% 
al Running into a spider will lose | 9est grumbles are with the | clove of gariic! Yuk! Olher than | a eina started 18% | 
ei ol | castle door takes you tothe third | and the fact that the instructions | much sound at all. The game Addictive qualíties 45% 
pr Sd screen. don't tell you how to shut Drac's | itselfis fairly playabie, although! | Value for money 53% 
raio Here the Dark Lord will leave | coffin. wouldn't really recommend it. Overall 50% 
Es his coffin in the centre and ada 
a chase along witha bunch of| O This is a fairiy original idea, | O 'Realm of lhe Undead takes | 
EX zombies. Three bites from Drac | although the game ilself isnt | vou into Camnell's realm (ex- | 
a ia and you're dead. A lever beside | because the concept is played | ceptthey seem to be very dead) 
CH] EA e o > ST | RIRIQES it MOR entertalningiy 
dad The cloves of garlic mount up in the first screen maze. than The Crypt or The Devil 


Ride In. With allits drawbacks of | 
small, rather early-Spectrum 
period graphics, the game man- 
ages to be playable and tun. 
However, | can't imagine it hav- | 
ing much lasting appeal for the | 


reason that it is too simple over- | | Underd0% amasteolimo 
all, with only the three screens gerar pr but may appeal 
which are quite quickly com- | | ams0% average 

pleted. Some variability is | |5t55% | ressonableiiypentgame 
added with the second screen enjoyed 


S6-60%% OO ON MCSA cos 
| where the maze shapes change | [ez  generaly recommended 


from game to game, some ph hghhy recommended 
Tara | 7 d, B1-D; Rrugha o! tis Entish Ermipre 
e na In the end, à oa ê 
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Mr Wong's 
Loopy 
Laundry 


Producer: Artic Computing 
Memory required; 16K 
Retail price: 5.95 

Language: machine code 
Author: J. Prince 


Computer games do seem to 
run in cycles — now it's the tum 
of the Chinese with Ocean's 
Chinese Juggler and Artic's 
Loopy Laundry. Mercifully, con- 
sidering the verbal possibilities, 
Artic have contented thems- 
elves with a very short scenario 
on the inlay, merely pointing out 
that as Mr Wong contends with 
the laundry, he also chased by 
soapsuds, an iron and a bag of 
dirty laundry. 

he laundry takes the form of 
a very traditional looking five- 
platform game with between 
two or three ladders connecting 
each floor. To the nght of the 
screen a laundry chute runs 
from top floor to the bottom, and 
tis into this chute on the top 
floor, that the ilems-of clothing to 
be found, must be flung. Mr 
Wong is only able to carry one 
tem at a time (presumably 
underinng that famous old 
Chinese proverb about many 
hands making light work). He is 
aided in his oriental perambula- 
tons by starch, which may be 
tired at the pursuing laundroma- 
niacs, stiffening their resolve but 
freezing their action for a few 
precious moments. The starch, 
however, runs out very quickhy 
and leaves Mr Wong vulnerabie 
until a new box appears on the 
screen somewhere. To be ac- 
tive it must be collected before it 
vanishes again. 

On the ground floor there is a 
washing line-stretched out 
which shows the items of clo- 
thing that must be collected, 
These float around (unmoving) 
on the different floors. A busy 
washing machine calculates 
points remaining, which start at 
990 and tick down. 





CRITICISM 
| 
O'in many ways this is a 


and down ladders, avoiding 
aliens (well irons etc.) and 
Cróoçid carrying out your task. 

2 laundry 15 small compared 
with Mr Wong, but quite detailed 
and well coloured. Keyboard 
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Velly crean wash in Mr Wong's Loopy Laundry, but starch is velly stiong. 


responses are good with a 


sensible key layout. The game 
is very different but not really 


| addictive. An unoriginal 'Panic' 
type game with few variations 


on the original theme.' 


O The graphics are quite neat 
and move well although | found 
it imiating that due to the char- 
acter block reading it is easy to 
get killed off” by a chaser in 
certain circumstances when the 
ye telis you you have éscaped 
This happens most on the lad- 
ders where on reaching the top 
and moving of along the floor, 
the ascending chasers block 
touches yours. The sound is a 
bit sparse apart from the nice 
Chinese type tune. 


O This is a 'Panic' variation 
game. It's abra good, le. 
graphics, colour and playability 
are all okay, but its only a 
variant and doesn't tend to be 
too original. Artic's Bear Bovver 
was a very good platform game 
— this is not so hot! Basically it is 
plavable and almost addictive 
but iends to suffer from aver- 
ageness (if there isn't such a 
word, there is now!). 


Hamptons 
Caught 


Producer: B. Sides 


' Software 


Memory required: 48K 
Retail price: £5.50 


| Language: machine code 


As you might well quess from 
the punning title, Hamptons 


Caught is a maze game — à 


rather large one. Your job is to 
uide poor old Hampton out of 


| the maze in which he's been 


Panic like game — running up | 


caught. Hampton is shor- 


sighted and something of an | 


explorer — this may be a non- 
sequitor but it's relevant. Asina 
traditional maze there is a star 
and a finish. At the beginning of 
each game we see Hampton 
walking into the enticing looking 


COMMENTS 


Control keys: Q/A up/down, 
OP lefvright, bottom row to fire 
starch 

Joystick: Kempston, ZX 2, 
AGF Protek E" 

Keyboard play: responsive 
and sensible positions 

Use of colour: very good and 
varied 

Graphics: good, smooth and 
well detailed 

Sound: average 

Skill levels; 1 with increasingly 
difficult screens 

Lives: 5 

Screens: 1 

Originality: a variation on the 
Panic platform type 

General rating: above 
average, but not overaddictive. 


Use of computer 65% 
Graphics 59% 
Playability 62% 
Getting started 68% 
Addictive qualities 55% 
Value for money 55% 
Overall 62% 


garden, the door slamming shut 
behind him — and he's trapped. 
There are four objects some- 
where within the maze. Three 
are obligatory to find and one is 
helpful. The firstis amap. Asthe 
maze |i5 some fifty time the 
screen area, this is pretty 
essential if you are to find your 





way out. Helpiully, it is normally 
to be found within a few moves 
from the start — if you know 
which way to start looking. The 
second object is a pair oÍ 
spectacles which cures Hamp- 
ton's shori-sightedness and 
brings the third vital object into 
view on the map — the key to the 
exit, The founh object is an 
alarm clock which adds a few 
vital minutes to the time limit 
against which the stiring 
escape is played. 

That's about all there is to the 
game, except to say that the 
mazes (a different one is drawn 
gach game) are extremely com- 
plex —- a glance at the map is 
enough to terrify. The walls of 
the maze are seen from above 
in a simple form of perspective 
with the screen area serolling as 
Hampton moves about. On the 
overall map Hampton s position 
and that of the key are shown as 
red dois. 


| CRITICISM 


O “Hampton is a simple game 
alihough the sheer size and 
complexity of the maze makes it 
more interesting to play than À 
sounds. But tha real weakness 
of the game is shown by the fact 
that itis played against the clock 
(fine) but that the key is hardly 
ever visible until you have cros- 
sed three-quarters of the way 
towards the exit and almost 


| always pops up virtually all the 


way back towards the start 
which means it is a struggle to 
make it out of the maze before 
tre time runs out. In other 
words, excitement is being arti- 
ficially introduced. As a result, 
and despite the different maze 
set up each time, the game 
lacks any serious lasting 
appeal. 


O Reading on the casseite 
blurb it said, “Amazing sprite 
graphics and animation... 3D 
maze 50 times screen size. 
The implication is that there are 
lots of animated sprites, nhen 


Hampton's Caught and without his glasses he's not likety to get out. 
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there is only one - Hampton 
himself, and the animation isn't 
really amazing, its quite un- 
gainty. The 30 maze is a lake — 


draw walls that look sold, then 
they should play a part as they 


can disappear behind a wall. In 
' Hampions Caught, the 3D plays 
no part whaisoever. The four 
“direction screen scrolling is very 
jerky, siow and eventually be- 
comes tining on the eyes. The 
maze is so large that it can take 
vou ai! of the quite long time 
allowed to find how to reach the 
exit. Generally, | thought this 
was quite a disaster.' 


O The graphics of the maze 
are very straightforward, where- 
as Hampton is quite a large 
character, fairly well animated 
and, unusually in Spectrum 
graphics vanousiy coloured, 

red shirt, blue trousers, yellow 
face and hands. His legs move 
in a rather ungainhy way howev- 
er! The game itself is not all that 
inspiring by today's standards, 
especially as it all moves rather 
slowly. Very frustrating when 
time's running out.” 


COMMENTS 


| Controlk 
Joystick: 
AGF 


à» CUTSOFS 
empston, Protek, 


Keyboard play: notvery 
responsive and awkward to 
control at times 

Use of colour: reasonable 
Graphics: no real use made of 
30, main character animation is 


: poor 
Skilllevels: 1 
Lives: against the clock 
Originality: the conceptis as 
“ld as the hills of course 
General rating: below 








if you are going to attempt to 


| do in, say, Android 2 or Am | 
Attack, where the characters | 


| drawing on it and no instruc- 


On completion of loadin 


| Strengths and when playing 
another team or county side you | 





Use of computer 44% 
Graphics 47 Ya 
Playability 38% 
Getting started 57 Yo 
Addictive qualities 30% 
Value for money 42% 
Overall 43% 
| Td TT qse: 


With the summer season well under way, we thought we | 





would take a look at two games on the subject of cricket. 


The noble English institution has been covered before by | 


games for the Spectrum but these two are new. 


Cricket 


Producer: T. J. Owen 
Memory required: 48K 
Retail price: £6.95 
Author: David Owen 


Howzat 


Producer: Wyvern 
Software 

Memory required: 48K 
Retail price: £5.50 


Of the two games Howgzal | 
comes in the more professional 
looking packaging with a full 
colour insert containing. two 
pages of briefnotes. Cricket has 
a vellow card insert with a line 


tons, but is accompanied by a 
large booklet containing playing 
instructions and many details 
an playing cricket in general. 
inkee withits pa in 

Cricket la less polias 
program, although it has plenty 
of options, allowing play against 
18 county sides. Howzat allows 
play sob or selection from 
17 county sides and 7 Test 
squads. Both games allow the 
player to select his own side 
and name them. In simulations 
of this sort, a printer |5 very 
useful — almost essential in the 
case of Crckel, and both 
games allow this facility. 


CRICKET 


are asked to put CAPS LOCK 
on, as the program only accspts 
input in capitais. This seems a 
lite primitive these days. You 
are also asked to type in 'T if 
using a printer, but there is no 
screen prompt to tell you any- 
thing eise, although ENTER 
moves things along. A 12- 
option menu allows you to 
select a team, load or save one, 
play a county side, play another 
invented team and several 
other things like change the 
Over limit. Selecting your own 
team means typing in the name 
of 16 players, they are then 
given their various qualities and 





one da 


may select which 11 to-choose. 

ricket offers a pitch analysis 
before taking the toss and in- 
forming you who has won. lit is 
YOU, you may elect to bat first or 
bowi. The e [5 non-visual — 
vou select how many balls the 
game is to continue for, and the 
computer reports on each ball. 
When the number of balls 
selected for play are over il is 
possible to see the scoreboard 
and parinership details. 


HOWZAT 


Howzat is a graphics type 
game, which shows vou the 

ld and the position of the 
fialders, batsmen etc. In this 
respect itresembles CRL's Test 
Match. Às the player you may 
select the bowler and set or 


change your field positions, | 


moving them via the keyboard. 
Two ma are provided for, 
cricket or a first class 
match. You may select a team 
from the options provided or 
create your own. The selected 
team is then displayed with the 
standard players and rest of 
squad, from which you may 
select the players you want. 
When this is done, the plavers' 
strengths in batting and bowling 
are displayed, but the skill fac- 
tors may be altered if so wished. 

When the toss has been de- 
cidea, the field appears. Using 


“the cursor keys it is possible to 


place a cursor over any player 
and move him to a new position. 
Between each ball it is possible 
to reset the field or see the 
scoreboard. Pressing the 'B' 
key results in the bowler running 
up and bowling. The stroke is 


| taken automatically and the 
u | batsmen asked if they want to 


run or not, 


CRITICISMS 
CRICKET 


O This is another rather in- 
volved simulation. Dont worry 
over long delays — the prog is in 
Bane ar Mao things de 
The game has no direct user 
involvement and there is no 
visible play, only screen mes- 
sages. This left me rather cold. 
Such games should contain 
more user involvement — surely 
the idea of a game is for the 
player to get involved. 


O Crickei gotoffto a bad star - 
not many prompts informing the 


player what was happening. If a 
wrong input is entered the p 


| ram crashes. Watching a 


screen with comments on 
what's happening in lhe game is 
just not cricket, and there are 
beiter such games on the 
market. 


FSi=pi a 

Eis ari : e 

ETeti. E = E 
o ToOvaLe! =| = 
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] REGE SE r E 
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Text-only screens in Cricket. 


O The instruction booklet is 
quite lovingly done, but the 
game seems less so. lts very 
primitive programming which 
asks you to engage CAPS | 
LOCK for input and expects you 
to wall ages for a response, 
Whilst | can believe that cricket 
fams may get fun from team 
selection and getting to know 
how the players 'work out, | 


can't believe that even the most 

ardent fan will enjoy sitting back 

watching a string of repetitive 

comments come up on screen 

“informing him of what hap- 
pened to each ball. 





The pitch in Howzat. 


TO 
ENTER 





ACE. 
nando PIC 











EQ prieuti= 


HOWZAT 
0 Howzathas been apparently 
endorsed an England 


Cricketer, Brian Rose. He says, | 
Tt's à truly addictive game. ltis | 


involved and accurate as to the 
selecuon of county, test sides, 
trophies and one day cricket. 


The user involvement is only to | 


the point of making decisions on 


team selection and commenc- | 
ing playing actions. | would like | 


tto be more interactive. | am 
sure that cricket fans will like it, 
but to the rest of us | would say 
beware — it tends to have the 
same effect as TV cricket 
(Zzzzzz7). 


O Compared to Cricket, How- 
zat is much more slick, no need 
here to input and ENTER, the 
input is sufficient and the re- 
sponse almost instant But 


actual play is very unrealistic. | 


The bowler always bowis from 
the same ena, no maiter what 
over, and figiders move in steps 
to the ball io field it beiween 
each run you take. No skill is 
used to judge a run. Although 


not a cricket fan, | did enjoy 


CRIL's Test Match, but this one 
left me colo, and | cant see it 
being in the least bit addictive.' 


O Howzat has reasonably large 

characters, although no real 
| animation is sed. Merino the 
fieliders around is not very 
realistic as you cannot put any- 
one very near the actual pitch. 
In the end, it seems most un- 
 realistic to expect any sort of 


 enjoyvable skill from a game | 


which requires a vast playing 
“area in real life, when it is re- 
'“duced to this size on a TV 


screen. 

COMMENTS 

CRICKET 

Use of computer 38% 

Graphics N/A, 
Playability 25% 

Getting started TBSo 

Addictive qualities 45% 

Value for money 40% 

Overall 45% 

HOWZAT 

Use of computer 70% 

Graphics 389% 

Playability 50% 

Getting started 53% 

Addictive qualities 48% 

Value for money 58% 

Overall 53% 

e 
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Pee | 
à 5 


Zig-zag your way up to the pterodactyl's next and sieal the egos. 


RES 
E 








Ugh! 


Producer: Softek 

Memory required: 48K 
Retail price: £5.95 
Language: machine code 
Author: Tony Samuels, 

S. Beverly 


There are quite a few prece- 
dents for Ugh! First off, Ugh is a 
caveman — and we know there 


| were a few of those about, Then. 


there was lhe funny story of 
everyday cave life by an Amer- 
ican radio comedian (Bob Ne- 
whart?) about how interesting a 
caveman's life was, living inside 
rocks, sitting on rocks, throwing 
rocks, eating rocks... Then 
CAL produced  Caveman, 
which was all ag ra 
pterodactyl eggs, then 
brought Ugh! out on the Dra- 
gon. Ugh also goes about steal- 
ing eggs from a pterodactyl, 
only now he does ft in colour on 
the Spectrum. 

The screen layout is fairly 
simple. At the bottom left is 
Ugh's cave and at the top left is 
the pterodacty!'s nest, Between 
the two locations a wide path 
zig-zags upwards. Another path 
makes lazigr zig-zags over to 
the right and there are some 
dead ends leading off this con- 
figuration. Ugh must make his 
way from the cave up to the 
nest, steal an and return to 
his cave with it. Then he can go 
back for another egg. On his 
way up he is provided with a 
spear but has to abandon it to 
carry an egg. Fortunately life 
provides him with another once 
he returns to the cave and de- 
posits an egg. 

A spear is lost once it is 
thrown at one of the pot-bellied 
tyranosaurus which shamble 
amiably along the paths in a 
random pattem. Once speared, 
the prehistoric reptilian retreats 
to the funhest edge of the 


screen before setting off again. | 


Ugh's other problem is the 
understandably distressed pter- 
odaciyl which flies above the 
terrain at the top of the screen, 
dropping — yes, you've got ft — 


rocks. Bumping into a tyrano- 
saurus or getting hit by a rock 
causes instant death to Ugh, 
but he has three other relatives 
all called Ugh to take his place. 
With each screen cleared, 


| there's a bit more to dodge. 


CRITICISM 


O The first thing to strike vou 
about Ugh! is the title screen 
which is similar to the cover (full 
of nice cute little things). Once 
loaded, you are greeted by a 
catchy tune, then you have to 
sit through the various skill 
levels. All the graphics and 
sound are very good but my 
main grumble is the difficulty of 

vour adorable cave- 


game which is otherwise well 
thought out and produced. If 
you forget ils one fault, Ugh! is 
quite fun and | feel it could be a 


hit with a few adjustments. 


O An attempt to produce a sort 


of 3D game here — quite unsuc-. 


cesstul though. lts difficult to 
move your man which makes 
the game hard to play. The 
screen layout is quite nice, parti- 
cularly the way that the score 
and lives are set into a block of 
stone — convincing. Colour 
and graphics are above aver- 
age allhough there seems to be 
a slight lack ot colour. In the end 
[don't think there's very mucho 
Ugh! and il soon becomes unin- 
teresting. 


O This is a very original idea, 
but tends to fall down in the 
actual working. Iican get repeti- 
tive and boring when you have 
collected some eggs. Moving is 
not easy due to the screen 
design, the bends in the zig- 
zags are deep and you have to 
move your man to the furthest 
comer before he can change 
direction. The graphics are very 
good but | thought the colour 
could be better used, as, unlike 
the title screen, all the charac- 
ters are just oullines on the 
basic colour ground. Above 
End jd but lacking lasting 
appeal. 





| COMMENTS 
Control keys: user definable, 
four ne for direction and 
one for throwing spear | 
ed sn any gua UDK 
Keyboa : 9006, but 
limited : 
Use of colour: good, large, well 
animated and smooth 
Graphics: good tunes (one 
reviegwer even referstoit as 
music!), but poor during the 
ame itself 
und: 5 
Skill levels: 4 
Lives: 5 different paths 
Originality: obviously Ugh! 
scores quite well 
General rating: above 
average, original but lacking 
addictivity. 
Use of computer 68% 
Graphics 69% 
Playability 56% 
Getting started 64% 
Addictive qualities 50% 
Value for money 59% 
Overall 61% 


“man. This problem ruins the | 








Producer: Vortex 

Memory required: 48K 
Retail price: £5.95 
Language: machine code 
Author: Costa Panayi 


Tomado Low Level (TLL) is 
from the same programmer 
who brought us Android and 
Android 2 and it bears a family 
likeness to the graphics of! 





Android 2. Again, we have a 
rapidly scrolling series of three- 


move across the screen in any 
direction. The Tomado of the 
titie is a swing wing jet fighter 
which you control in a mission to 
gradicate a series of evil dots on 
the landscape. In this respect all 
the missions can be seen as 
training, since the 'enemy' dots 
in question are spaftered 
around the very buildings which 
make up the township around 


ur base. 
The total playing area is ab- 
' Out 36 times the size of the 
screen display which consists of 
| à square, ofiset so that to the 
right are the instruments. These 
include 'radar view some 4 
times the screen area on which 
targets appear as white dots, an 


destroyed status an 

The landscape is seen, asin 
Android 2 from a severe birds 
eye vigw perspective. Ground 
level is approximately one third 
of the way up the altimeter as 
features included are sea and 
| dliffs, which means sea level is 
way below ground level. On the 
ground features include low and 
tall buildings, pylons and elec- 
inc lines, trees, roads and 
bridges over rivers. 

The game commences with a 
glimpse of the total playing area 
map, before cutting to the base 
with the Tomado ready at the 
end of the runway. Visually, 
height above the surface is indi 
cated by the shadow of the 
alrcraft which alters accurately 
depending on the terrain being 
flown over. Targets are des- 
troyed quite simply by fiving 
over them at virtualky zero feet. 
There are five targets to destroy 
and when these have gone, 
more are provided in different 
positions. 

some targets are randomly 
placed, even in the water, which 
mean underiving the 


possible to land and refuel, tum 
around and take off again. 


CRITICISM 


O TLLis aworthy successor to 
Android 2. One thing to be said 
is that it isn't actually as arcade 
exciting as Android 2, but that 
isnt a drawback, because It 
offers another sort of excite- 
ment, not quite simulation, not 
quite arcade, but somewhere in 
between. Although it is possible 
to destroy targets when you are 
visibly some feet above the 
ip | You get far more points 


ro competitive element in the 





dimensional graphics which will | 


altimeter, fuel gu a pe targets | 


ma 
bridoa. lf your fuel runs low it is | 


are lower still, so there is a | 





PM 


game. Another thing to watch 
outfor is that there is a tower too 
tall to fly over. The graphics are 
remarkably clean looking with a 
strong use of colour to define 
buildings, cliffs etc., and full use 
of normal and bright to create 
shadows. The 3D effect of your 


shadow works extremely well, 


breaking up quite accurately if 
you are half over a buildir 
enjoyed TLL as a very playable 
game and to date | still find it 
addictive. 


O Waich out for the E grd 
loader. First part tells you to 

disconnect all peripherais ex- 
cept for the Sinciair add-ons. 
E time round | Rua It 
never unplugai | - 
ston) and me pr o Entao 
TLL is, in a moro, brilliant. The 
3D eflect really works, its just 


as if youre looking down on à | 


rea! plane fiving over a land- 
scape. The graphics are not 
super- pinto Bai are very 
good. no this e play- 
able and addietive Na a 
mile | found myself flying under 
bridges, power cables and 


manoeuvring around trees at | 


low level. In my opinion, this one 
takes the biscuit. 


O The shadowing works very 
well in this game to create a 
sense of depth. This includes 
the use of normal and bright 
colours on clifis, buildings and 
bridges as well as the shadow 
of your aircraft. The only incon- 
sistency here is that the aircraft 
shadow doesn't get bigger or 


smaller as you ue or down. 
Flying under bn and high 
power cables works very well, 


as does the effect of low fiving 
behind cliffis, where the shape of 


vour plane may disappear | 


' changes when you 





Ra 


“Seramble TLL = 5 enemy dots at zero feet...” 


altogether. The only graphical 
crib is the lack of detail in the 
buildings, where maybe a few 
windows would have helped. 
Sound used is a fair roar or à 
beep, a nice touch is that on 
take of the engine note 
- have 
achieved sufficient speed for 
take off, Perhaps a beiter white 
noise sound generation would 
have been better for engine 
sound. Instructions were not as 
clear as | would have liked and 
there appeared to be no real 
indication as to objectives, or 
how to go about them. | feel this 
game probably lacks a little in 
content, perhaps a few enemy 
aircraft would have made ft 
more lively. Overall, quite good' 


COMMENTS 


Control keys: OQ up/down, G/ 
H bank left'right, X = take off or 





change wing mode, M = map 
(onthe quo 
Joystick: ZX 


Keyboard play: responsive 
Use of colour: very good 
Graphics: mixed opinions from 
'brillant' to fair, needed more 
Estad 

und: average 
Skill levels: 1 
Lives: 3 
Screens: continuously scrolling 
Originality: very original 
General a er, 


addictive and different 

generally recommended 

Use of computer B3% 
Graphics 79% | 
Playability 85% 
Getting started 70% 
Addictive qualities 84% 
Value for money B4% 
Overall 


81% 


TLL's shadow - à graphic that really works 
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AVAILABLE FOR 
LX SPECTRUM 48K 


AND OTHERS 
£795 


ollowing in the tradition of superb 

adaptations of the H. G. Wells 

classic: CRL in association with ORP 
proudly presenis to the world of home 
computing the strategic arcade 
adventure 'The War of The Worlds: 
Based on Jeff Wayne's imternationally 
successful double album. 


PRODUCED BY CRL 





THE DREAM MAKERS 


AD vin version od the Tha Mer ol The Worlds copyright o Fecoro Prodasuan suo Fark TO Fi 


CARL House, 9 Kings Yard, Carpenters Road, London E15 2HD Tel: 01-533 2918 
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The success of our Epa ATAC MAP 
competition has shown how many CRASH 
readers there are who can draw and present 
maps excellently. NOW HERE'S ANOTHER 
CHANCE TO HONE THOSE SKILLS. 


In association with Ultimate CRASH asks 
you to don your pith helmet and mosquito 
boots and plunge into the jungles of SABRE 
WULF armed with sword and theodolite to 
prepare a map. 


The map can be as big or small as you like, although you 
obviously stand a beiter chance of fitting detail inon a 
larger format. Itshould show all the screen locations of 
course, How you present that is upto you, but we would 
like to see an indication of what actually makes up each 
separate screen image. This could be done with an 
overiaid grid for instance, but there are many other 
methods. Again, we want as much detail às you can 
sensibly fit in, using a key to objects and animals ifyou 
prefer that to including them actually in the map itself. 


Pri dr RE 
ar Rets É 
der Gera. ds 


Allthe entries must be accurate of course, but we willbe 
looking for overall presentation, use of colour and sheer 
imagination in the winner's entry. This will be used to 
prepare a poster-sized version to be printed in a later issue 
ofCRASH. 


Ultimate had a superb trophy ofthe ACG Key made forthe 
Atic Atac competition, and they are now busy having 
another trophy made up for this one. The winner will 

receive the ACG Amulet from Sabre Wulf. 


Maps should be sentto: SABRE WULF COMPETITION, 
CRASH MAGAZINE, PO BOX 10, LUDLOW, 


SHROPSHIRE SY8 1DB, and should arrive by the last 
post September 7th. We have already received several 
maps from readers. lt would be better for those people to 

have another go, but if they wish we'll accept them as 
entries for the competition. 


fa 
o, 


Thedecision ofthe Editor will be final in judging the entries. 





Hitch a ride on the 
Mugsy Art Racket and 
spotthe fakes! 

20 copies of Mugsy 
ride on it! 


Melbourne House, who brought you Penetrator, The Hobbit, 
Terror Daktils and taught you how to draw Melbourne on a 
r Spectrum, now invite you into streets run by The Mob. Join 
mta Mugsy's gang ofhoods and save him from an art forger, and 
od the Godfather from donating the wrong picture to the 
Metropolitan Museum of Modern Art! 





“Okay Mugsy — you's da boss for now. Jus' keep ya spats 
clean and ya hair parted, and de Gawdfather s agonna keep 
ya outa dat a greal speakeasy in de sky. Trouble is, Mugsy, 
yagolla have a keen eye to spot de fake from de high grade in 
dis a life, or its coitns for ya — and ahm a not talking about 
Laura Ashley either. 


So dis is de big time, Mugsy, De Gawdfather wants wid dis 
here picture (it's ar, see?) and de guys come up wid two! We 
don know de real from de fake — so's it'sa down to you! De 
boys, dey say dere's thoity diffrences between em. But can 
ya spot dem oil? You do well here, Mugs baby, an' de 
Gawdfather may put up some dough tor bail next time de 
cops grab val” 


(Loosely translated this means; there are 30 differences 
between lhe picture on the left and that on the right. Circle the 
differences on the right hand picture (or a photocopy if you 
dont wish lo cut up the issue) and send it to the MUGSY 
COMPETITION, CRASH MAGAZINE, PO BOX 10, LUD- 
LOW, SHROPSHIRE SY8 1DB. 


Piease remember to add your name and address! 


Entries must be received by the last post August 30. The first 
fifty correct entries drawn from the bag will each receive a 
copy of Mugsy by Melbourne House. 











Enter the realm of Dream 
and Paradox — Survive 150 
locations on what is probably 
the most difficult task 

you've ever been set 

— |f you can! 


Popular Computing Weekly (15:04:84): “Paradox looks, from a 
quick play and the complex maps I've been sent sola t like one of 
the most complicated adventures ever designed ... addiction Is 
probably ensured." 


LOOK for the 


RUNESOFT Logo 





** COMMODORE VERSIONS AVAILABLE SOON 4 + 
RUNESOFT artwork by Nick Bibby 


Commodore 64 | 
& BBC 'Model B'. 


fon delider 


Users JOIN IN THE FUN 


OF KEVIN TOMS' No. 1 Football Game 





Football Manager 


Designed by Kevin Toms 
This coutstanding game of 
" skill and strategy is 
now widely available 
“and vou can join the 
many thousands of 
satisfied customers 
who have purchased 
the game. 


Some of the features of the game: 
& Matches in 3D graphics 6 Transier 





Retromn from the game (CBM 64) 


The Highlgh sequences are pure magic market & Promotion and relegation 
And then you have to sit on the sidelines SFA, Cup matches & Injury problems 


& Full league tables * Four Divisions 
Emrpal | 
no Rom Completety tumamie. | e Pick your own team for each match 









RR a | e As many seasons as you like 

au " by ia + Inca di 1] pres rating €& Tskill levels 
Repr rear Bo E & Save game tacality 
Prices: BBC Model E E7.95 


Commodore Bá  EL95 
Spectrum 4BK E6.95 
EXSI TER £5.95 
INLÊ Sb GRAPHICS ARE NOT 
INCLUDED IN THE ZXEI VERSION) 
Overseas orders ada É) Bl 
vtrategy Game ol the Tear, 1983 
Eis ted 
Golden Joystick Avrards 


“ddictive 


MNE Ur TT Ano É Pri 
piês + Dino TUA TT Eno 


Addictive Games 


é ta RICHAMONDHILL, BOURNEMO UTH BH2 BHE 















To srder by mail (pp fre) are 
Dhaques ds postal order In 
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Py T PRESENT 


PARADOX: 27.50: 
SPECTREALM: £6.95 


In case o! difficulty, ask your local stockist to contact his distributor, or send 
chaques/P 











PARADOK, SPOOF and 


and SPECTREALM EALM or buddi 
tor the tino pç A aval strategy gem for b sopa 


SPOOF: £7.50; 


Os direct to: 


RUNESOFT 


Charnwood House, 67 Lower Parilament St, Nottingham 
NG1 3BB. (Tel: 0602 o 2B7667 & am 748 


to... Beyond Competition House, 
Forndon Rood, Market Horborough, 
Leicestershire LEIS YNR 


PSYTRON£Z9S 
SPELLBOUND £5. 75 
THE LORDS OF MIDNIGHT £9. 95 


GRAND TOTAL 


all prices include pãp 


4 encloso a Postal Order/Cheque poyable to 


Beyond, or charge my credit cord. 
Cord Mumiber 


| Access Visa (Delete 05 necessary) 


Home 
Address 


“Post code 


Signature 


PER 


ne 


O O Ci Aa 






I enclose a Postal Order/Cheque payable 
to Beyond, or charge my credit card. 


To... Beyond Compentim Homes, 
Farmdom Rod, Merrket Marbeorogh, 
Lescestersham: LEIS GNR 


Please smime .. DTY Total Price 










Card Number 
Acess Via (Delete as necessary) 


NAME 









THE LORDS OFMIDNIGHT 19.95 





E; ADDRESS 
PSTTRON £7.95 mas | 


POST CODE 






SPELLBOUND £5.95 





SIGNATURE 
Plegte rush me detguls of the "ENTER the BETOND” 


Setor Club. 


BEYTONDORDER HOTLUINE ORIS 34567 GRAND 
BETOND ENQUIRY HOTLINE 01-25] 8496 TOTAL 


a! prices inchado porp 































MAIL ORDER ONLY 
SBNINGA/ 







The AF Frcgrarmemable Hoyatek Imertaco has cstebiiçhesd reset crer the 

ft virar as biséreg the nor Tartedro programimme desice Elas socepis BL 

stárndare porrsteks or tracks — imeladino Canckahor Msitho'rapid-fire” 
tor use lh ALL Spectrum os ZH4T oliare. 


The hardware programening method employed by the product has several 
aearages crror sirmilar- enter facts that requine extra tags to bo boa or 
combinations al Rey press amd mmireermengs ol the jopetick po be made 
brforo pnçho game, 1 


» Programenimg ode hor Del lhes póqver ps icone eo betusces armas 


= Eight dinegtignal control onby requises ertting 0d the four mormal 
dirseticrns 


E Cpmpatthilivy iguarantesd qui ALL key cesdim mehod — machine | 
code and BASIC, 


& Soveral interfacos cen bé deparately programado or malti-player 
Leitura, 


E Los poser four vc design alhõems Moro axponsicn 


The program dagde atiachad vo the diteriste dháke contas mrth 
meniatureccrácodile chips qhat-givo couidisation fre connéciions epery time, 
untse plug ando socker drrangomenta and they dont sor logss in 
Corsa Ge. 


Keyboard operation es unafiected by this imiortace and dt és quarantesd 


never to Conflict with AM other addons. Me tho AGE Imtertace 1h is quan borter volue, Ginca wo 


12-monith quaranter, koy programming chart and a pack of ten Quick ploneered vhe cursorkey interface à Cetobes TORZ there 
Reterence Programming cande vsith full iesbrsbtioas are supplied, arm no aver 100 games or utilioy programe with micher thp 
MOF opor or cursor key conirollad Ent mts TE 
vmbançalie ar Chi near doa price, 


Suil ineorporaina the gl Emporiant rear expansion cor 
nictor fel means olher peripherais cén be connecisd ai 
the, same time Le-Aam Packs, Primters, Speech Uns ate, 
amd 04 crurde- the key repheation principle used gua arpõos 


plus El post 8 packing this well never conflict electricaly geiih av other acid-pns 


The new AGF Bomba has for designed For anyone nho sirmady avr a programenablo 
1ovetica interface, or profere to use Che eybosro Lo-contro? queres, ari pena bo liloe bo ab 
he Paciheyos! ROM caneidge solumaré no Uhssir sprbem, 


RO qames are alteacy avatalahe (rom Sinchato grtd vm Aguas liro Lotalhy nem titles-ano po do 
rede) by Porces Video Games — dxebuesiigely sn Loerril. 


Th adean tes cal fins mira spiele eso irao Ggcdirug paira Clan ormái Hove-recquired 
larger meme Cuprcibyo o doados by cursstie, Tio ROM cartrickgo és acinsolhy o clilucated 


nes PER go ba bi a DO Dao E ac da e pa rara a era Db orando a APTE Ga Ls 


fr oras DaiaBaafoç culo tu AEE RiarriSdes o em ilho “Restari facility Ari program can be 
vetar Dhgo rise dem o ctg E ape ra adro doe Di paiaess colares vara Pe dao L proc enieaie | Ro ri ng 
ds pirtier 


E cornos ni Eae nai am Ria DO deparar Gratapeçdor fato rss ganda | css ame is corenr Log ao To 


PEgr ND a pingar ar ço 


SEMO TO (NO STAMPREEDEDE nf HARDWARE DEPE E 


Piegia Seghk 
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plus 50p post & packing 
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IF Z NDROID 1 O 
MADE' HE CRITICS RAVE, 
TL.LWILL GIVE THEM 
HYPERMANIA. 








And why not? ES RR ra E oro A SN 
It has the finest graphics yet to emerge from ns RESAME LI TA SPECTRUM 48k Esos | 
a Spectrum game. 3 L | ANDROID TWO sprcrruUM 4BK  E5.95 


[] ANDROID ONE SPECTRUM l6k. ABK £4, 95 


Fly the latest swing-wing fighter 
bomber, with full 360º control. 

































TOTAL VALUE E 

Seek Out and destroy enemy targets. edita Er reis sutatda de teu ke vboord ara joystick ER 

Land, reluel, take off at will. KSOFTWARE) name ER —— | 

With 3D multi-screen, multi-directonal = ADDRESS E EE 
wraparound landscape, its guaranteed to give EE 
your brain hypermania. | — Endlose PO/chegue poyablete VORTEXSOFTWARE ond se 

Fly Tomado Low Level today — just one ina | VORTEX VOFTWARE, 280 BROOKLANDS ROAD, MAN HESTER | MS PD. | 
series of mindblowing action games. da DEALER ENQUIRIES - CAL. 061973 9580 ai 


- VORTEX ACTION GAMES - AVAILABLE FROM ALL LEADING RETAILERS - 








postbag, ano, as well as pu blishing it, Fi send the writer E iz 
worth ol software o! bis or her choice (Hican DE two cáâssettes 
se jono as they COME with th É 12). FVe had to arovel on 
lad knee to the editor tor this, so you d dellerDe grah 4 
Send -vour letters to Lloyd Mangram, CRASH Forum, PO & 
Box 10, Ludiow, Shropshire SY8 1DB. | cantpromise to prini 
avervtnimg Raicomes in DeEcaus miolo 


gn ia pes 


E tt 
E SDoCcêe Ss pre QUE [| 


dam od 
as! 


| Paul Steel of Maghull, Liverpool 
writes: 



































hope they get what lhey deserve, 
which is notenough, | feel. Itis 
people like this thai give the lite 
names and take advantage of the 
computer age by advertising non- 
| existent programs, trying tocashin 
onthe innocent public and their 
and throw them into the Golin's den 
for Gollum to strangle. 


hundreds and hundreds of letters to the Forum. | could probably fil 
two magazines with only letters this month, butthatisn'ton! As a 
result there are going to be a lot of disappointed letter writers who 
| won't see themselves in print. Sorry about that, but all your letters do 
Recurrent themes this month have been Mastertronic games, Sabre 
Wulf o! course, and Spirit Software. Many of your letters are filled with 
overthe top compliments to make a worn out letters editor blush, 
although none of you fool me, !know it's only the £t2 worth of software 
you're really grovelling for. Ata brief glance | particutariy llked Julian 
| Hiscock's kind comments = think your magazine is excellent. tis an 
amazing, indispensible, factpacked; fun-ííliea, wilty, devastating, entical, 
complementory, colourful, error-ridden magazine, and is much the bestuse | 
caithink alfora tree. 'Thank you Julian, and no it doesn't make you 
letter of the month. In fact choosing a letter this month was extremely 
dHficult, and in the end | decidec on the following useful letter for 
would be do-it-yourselfers... 


















UNREPENTANT 
Dear Crash, 
| Hiwere to-say that your reviews are 
the onty ones worth reading, itwould 
notbe good for your souls so | won't 
bother. As author of Psi-Spy | was 
delighted to see it reviewed in July, 
but make no apologies tor the fact 
thatyour reviemers found ithard to 
| fathomout!ltis nota game for the 
à | fainthearted, but Iwilisay that 

| nothing lhat happens does so by 
chance, and all the clues needed to 
solve the problems and discover the 
| objectives are contained in the 
instructions. However, fl anyoneis 
really stuck (surely not!) they can 
getin touch with me or contact 


Postem. 

Ifyou thought thatone was tough, 
| fully intend to make the nextone a 
good deal harder. Ses, imnotin the 
least contrite! | 
| Yours faithtully, John Keneally, 

* | Weymouth, Dorset. 


An interesting point in all this is the 
problem magazines face in booking 
Birmingham says: 


| My vigw of this is that any 
advertisement going into à 
magazine should be thatofa 
responsible company which has a 
good background, like Ultimate of 
DK Tronics. Little companies which 
have never been heard of before. 
shoutdn't be trusted by mailorder. 


The problem with lhat argumentis, 
ofcourse, how do you know who's 
to be trusted ? Even big companies 
start ofilitile, A magazine can make 
creditchecks on a new advbriisor, 
but it takes time and is ollen quite 
unheipiul. As distribution of software 
has improved and the increase in 
less important, most of the bigger 
houses don tneed mail order 
coupon ads. But for a new soliware 
house it takes time before retail 
only way of making money and 
getting on with their business is fo 


at things in perspective — yes, itis 
Software aciually setsouttorip | 
people off, but be honest = doesn't 
| happen alithatoften. 

LM 























now you know where to go ifyou re 
pstuck psi-spy, crashers. 
LM 


DISPIRITED 
SOFTWARE 
the bogus company Spirit 7 
we have received numerous letters 
largely telling the same sad story of 
unanswered letters and answering 
machines, no game, no money. Just 
| incase anyone is still in any doubt 
Condon at Kensinglon 
Police Station, 72 Earis Court Road, 
London W5 SEQ, phone 01-741 
ga iz, 


WASTE OF SPACE 
Dear Crash, 

Although | enjoy reading your 
magazine | have several criticisms 
about the lastissue (5). Okay, so it 
“ mightbe of equal value to the 
games player to be told whalis 
rubbish as opposed to whatisoutof 
this world. However, instead of 
devoting half the mag to some 
pathetic company who calls itself 









Pulsonic, you could have reported 
onsome promising games like Jack | 
and the Beanstalk, 3D Bat Attack, 
Blade and the Warrior and the latest 
oinciair releases. 

Iwas a litile puzzied by the way 
readers letters are treated, 
sometimes the comments are very 
helpful, other letters geta very 
cynical reply. 


Bob Jenkins, Farnham, Surrey. QUEb 













Intherecent June issue therewere | we lhink are rubbish, but we still try 
| holess than 8 games by Pulsonic. | 


think that it is an unfair amount of 






space allows. However, not 










coverage as there are doubitless everyone agrees entirely with the 
other new and established software | Previous unlers. 
houses who would want to have LM 
| theirgames reviewed. There might 
be justification for this number of 
games by the same company if they MISRATED 
| were of particularty high quality. Dear 
However, 7 ofthe 8 games gota ira 






Glad to see reviews on some ofthe 
cheaper software, e.g. Pulsonic. | 
bought two for school hols, Mission 
Omega and Submarine Strike. Very 
disappointed in Mission Omega = 
your review came a bittoo late, but 
Submarine Strike, | and the two 
boys, Jason and Lloyd, have 
enjoyedit. Imean, at £2.99.what do 
you expect? By the way, we gave il 
5%, Mhinking your 49% was a bit 
unfair. 

hrs M. Nayior, Leeds, 






CRASH rating of below 50%, and 
one gotan overall rating of 17% and 
aúdiciive qualities of just 1%! This 
 Sortof standard is not acceptable by 
loday's high quality of computer 
games. So please don'tclutter up 
your pages with this rubbish, 
especially in such numbers, and so 
keep up the reputation ot CRASH as 
| te best computer magazine on the 
| market. 

' Tom Clift, Maidstone, Kent, 
















There have been a few letters 


























complaining that we haven'! esian di ia 
revigwed any games by 
Mastertronics (1.99 a casselte) 
Which are now appearing in many | j 
a aa mary | NOT SATISFIED 
is that they have consistentiy Dear CRASH, 
refused to send any review copies (|! | | have recently bought the latest 
| think we re buying some now). The | Ultimate title, Sabre Wuif. After the 
point is that some letters have large sized box caught my eye, | 
complainsd because they thinkthe | paid 9.95 eagerly and rushed 
games are good and should be home. After being a bit put off by the 
reviewed, others have complained | tile screen, which is notup to 
because they think they are awiul Ultimate's standard, Isetiled down, 
tvenat£? and we should warm to my horror, to find that this over- 
Deopie off wasting monep. priced game is merely a rewrite of 
Pulsonic put out a large numberof | Atic Atac. The principle of the game 
tas with no advertising tospeako! | isthesame, lhe movementof the 
but with a protty heavy saturationof | man, the movement of the ahens, 
depariment stores. Would we have | thenoiseofyour man walking —all 
been lulfilling our duty as a review exactly the same. The objective is to 
magazine to ignore them? (They find 4 hidden parts of an amultet. 
were sent to us for review?) What Now doesn't that sound the same as 
would we say to people who rang finding 3 parisof a key? Even the 






| up, perhaps to complain, who saio percentage given at the end is 










Other readers agreed with Bob 
(about! Pulsonic games reviewed), The command centre of Submarine Strike. 
| Astomy replies — surely no one 
could aver accuse me cf being that they wouldn't have bought the 
cyrical! game had we reviewed il lirst? 
LM The thing is, CRASH is a review 
magazine for good and bad games. 
Perhaps you might argue that we 
Dear Lloyd, should devota less space fo games 


io do everything in as much detailas | 
Ultimate think they are doing? 













HESSAGE 
URBRNINO 









exactly like Afic Atac. The only 
substantial difference is that you are 
na maze instead of rooms. But 
really, an unoriginal Atic Alae re- 
write, maze game from suchan 


| experienced and laved company is 


justnoton, even more so with a 
price tag of almost £10. Whatdo 


Jason Keeley, Maidenhead, 
Berks. 


Weil Sabre Wulf certainty put the 
catamong the pigeons (or isit the 
null among the hippos)? There are 
a fewcomplaints about the price, 
and a few about the similanities to 
Atic Atac, but in the main everyone 
seems pretly happy. The next few 
leiters are about many ilems, but 
they allhave Sabre Wulf in 

LM 


SPEECHLESS 
Dear Lloyd, 


Yet another black thing with a hole in | 


the middle? Well, no actually mine's 
a rectangutar black thing with two 
holes, but when | putitim my 


* Cassete player and press the right 





bullons a game called Sabre Wiulf 
loads. It's new from Ashby 
Computers and Graphics Ltd (am | 
the only person to notice that 
Ultimate Play the Game isjust a 
irademark?), and | completed it in 
just two days (mind you/1 still find it 
difiicuit!). Tips enclosed elsewhera. 
Wow! Six competition inone 
issue (5)! was speechless until | 
worked out that it would cost me at 
least 3p more than CRASH to enter 
them all. How about setting aside a 


| page with space for answers to all 


the competitions? This would save 

us readers a lol in postage. 
However, minor quibbles apart, 

one onhy has to turmto the letters 


| pages to see lhe high standards set 
| byyou, Lloyd, whichthe restofthe 


magazine somehow managesto | 
Kesp up to. Your intelligentrepiesto | 
our letters are a joy to read. More 
letters pages please! 

Oliver Broadway, Finchley, 
London N3. 


Weill!- what can | say? It took a lotof 
self contro! not to award you letter of 
the month, Oliver. But | have to be 


| careful otherwise he who is 
| Gccasionally obeyed would think | 


was giving into a spot ol grovelling. 
Going on to competition replies, 
there's nothing to stop you sending | 
inaitthe replies in one envelope. lf's 
oniy common sense thal's needed — 
the varous entries have lo go inio 
diterent bags (actually they re 
Sainsbury boxes but never mind, 

so you mustmatke the sorting depl's 
life easy for them. This should save 
a biton postage surely ? 

LM 


NOT ENOUGH PRAISE 


Dear CRASH, 

| have just bought Sabre Wulfand | 
cantpraise it enough. The graphics 
of the jungle are fantastic and those 
of lhe mountains and the temple 
area are justas realistic. This is by 
far the bestyet of the Ulimates and 
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| is worth every penny of the price. 
J. Shepherd, Fincham, Nortolk. 


Dear CRASH, 

lhave just received the new 
Ultimate game, Sabre Wulf. lt really 
is an incredible game with fantastic 
jungle graphics and addiciive 

| qualíties. (More tips in Playing tips — 
LM.) 


Mark Philpott, Redditch, Worcs. 


Dear CRASH, 

Um writing to you because | feel | 
musi congratulate Ultimate on 
another Brilliant game; Sabre Wuif, 
it's just so addictive. The graphics, 
sound and colour are typical of 
Ultimate, in other words, fantastic. 
Evenat £9.95it's a bargain. 
Ultimate have done itagain! 
Stephen Davison (13), East 
Herrington, Sunderland. 


| Dear Lioyd, 

inissue five you tfhrew down the 
gaunilet to make THE map of Atic 
Atac inone ofyour competitons. | 
think you have mistimed'it a bit, 
because now thal Sabre Wulfhas 
been released, how can anyone pry 
lhemselves away long enough to do 
the colher map? 

Chris Kaye, Birkenhead, 
Merseyside. 


Weil pry yourself away from the 
screen long enough to do the Sabre 
Wulf rap competition, Chris. Outof 
interest | counted up the lefters 
received about Sabre Wulf over the 
first week of the game 's release. We 
about the game in any serious 
sense (printed 6 letters above). 
Three made a mention of the price 
being too sleep, although otherwise 
happy with the game, the rest were 

| all full of praise, Most started off with 
the line. '! must be lhe first person in 
the country to have completed - 
Sabre Wulf... Well guess 
someone must have been! 

LM 


CRASH Nos 
Dear Letier-Reading Lloyd, 
“| Iwalked into my local W H Smith not 
=| particularty looking for CRASH. But 
| tuckily | saw the famikar logo 
“| peeping out from behind the covers 
| ofComputer & Video Games and 
dd Popular Computing Weekly 
| (obvious!y in good company = LM. 
| Yippee! Hooraa! Skill! 
Lockad at the stunningly briliant 
graphics of Oliver Frey and then 
| was almost bowled over — SEVEN 
competitions in one magazine. Had 
Roger (King) Kean been 
overpowered by the money-lusting, 
power mad, micromaniac Lloyd? 
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Have you noticed how previousiy 
excellent, low priced software 
companies are raising their prices? | 
must say, the games you are. 
reviewing are getting poorer. | 
personally think your overall value 
for Psytron 0t91 5% is too high. Sure, 
graphics and actual game design is 
brilliant, but | find it rather confusing 
and, dare | say tt, boring. With 
increasing numbers of glossy and 
colourtul pages in yourmag, | hope 

you don'thave to increase lhe price 
from 75p. liked the sort of interview 
with New Generation - more 

| please. One thing about 

| magazines, which 'm afraid 

you're doing as well, is putting 

things that have to be cut out 

(such as competition entry 

forms) on the reverse side of 

reviews etc. Please put them on 

the reverse side of ads. 

Leigh Hunt, Norbury, London 

| SWI16 


There have been, perhaps, less 
really good games fo review over 
the early summer months. As lo 

| company profiles and the like, we 
are planning quite a few more in 

| issuBS s00N, as well as one on 
Ultimate from the inside. You 
wouldn't believe how harditis 
getting into Castle Ultimate! 
Planning an issue so that cul out 
coupons fall in the right place is 
extremely difficult. One idea is to 
have a page devoted solely to such 
coupors, but if looks ralher bonng 
and may well cause confusion. Ih 
the main we try to opt for 
competitions wiich dont require 
anything to be cut out, but of course 
you can'talways restricl pourselfio 
that type. As to a price increase, Im 
| sorry to disappoiíint vou, as yOoU may 
have read in the Editorial, CRASH is 
going up in price. We re alla bit 
unhappy about it but it was either 
that or another cut in my salary. 

LM 


TALE OF WOE 


Dear Lioyd, 

| have to complain abou lhe repair 
deparimento! Sinclair Research. 
Please tell me if Sir Clive has 
employed Vera Duckworlh in lhe 
despatch department? My tale of 
woe started 3 days after Chnstmas 
when my Spectrum broke down. 
Back it went to the shop where we 
were told it would take four weeks to 
repair. Okay, [Hhought, Hi start to 
learn BASIC (little did | know Pd 
have enough time to learn machine 
* code belore itcame back!). After 
four weeks we wentto the shop, 
who said lhe Spectrum wasn't back 
because of the Christmas rush. 
They said give itanother two weeks. 
We did. By the time | went tor the 

| third time March was here so | 
demanded my money back. They 
said that | could not have any money 


back untilthe computerwas back. | nowitis around £ 6.50. Soihware 
So | stormed outof the shop and companies just want to grab the 
went and got another Spectrum profits off unsuspecting buyers and 
from a reputabie computer shop, often the 'graphical experience of a 
“and waited for my money back from | lfetime” tums into a crummy BASIC 


| WestMidiands. 





| teamgotamention. 


and others, that the standard of Top 10, Gnasher and Buliseye. 
computer software is sing. lthis is We will be revigwing sta 
the case, how come the worstrating | soon (since it was mentioned earlier 
inCRASH has dropped from 47% in this column, I've heard that lhe 

| (Apple Jam, March) to 16% (Hairy entire CRASH purchasing 
Wilfred and Co, June), and'the thas staggered to his 
number of games gaining over 90% | festand toftered drunkeniy across 
has dropped from 4 (March) to 1 the Lucilow Buliring to Preedy sto 
(Jur)? Apart from that, prices are buy the cassettes — the powerofthe 
rising: whenthe Spectrumwasfirst | press! 
introduced software was Ed.95 — LM 















































the other shop. On June Sth, program. | 

SEVEN MONTHS after itwas sent Caibi lda 
off,the computer came back. Isthis | exceptons lo every rute. If 
arecord? (No, notablackthingwith | made by Mastertronic whose 


£1.99 programs are in the Smith's 
Top 10, proving that quality is not 
always expensive. |hope to see 


a hole in the middle). 
Stewart Jones, Kingswinford, 


these reviewed soon. 

Itcould wellbe a record. Stewart, In fact, ifitwasntfor CRASH | 
although the black thin withahole | would have given up trying to pick a 
inthe midole would appear lo be | good game before | buy. CRASH 
Sinclair Hesearch's repair helps us choose good software, but 
department, The real problem is there thai much to choose from? 
would appear to be the very high Robert Burgess (13), Rotherham, 
number of series 3 machines that South Yorks. 

paisóido id dn [think there's still pienty of good 
LM soliware to choose from, certainly 


programs can be found today than 
could be two pears ago when itwas 
£4.95. Things do have to increase 
in price as time goes by. Good 
games today, take far longer o 

| program than the much simpler 
ones that were around when the 
Spectrum had just been launched. 
Ofcourse there's also a lot of 
rubbing priced at around E6.50 — 
there was as much when £d.95 was 
amore usual price. The next writer 
has both similar and divergent 
Mo 


PRAISE BE TO FREY 


Dear CRASH, 

Many people have written to you 
praising CRASH andits reviewers, 
praise to which Hoo hold, but 
nobody has yet commented on the 
ability of your ace artist, Oliver Frey, 
to capture the world of computers in 
his cover pictures. The best, inmy 
opinion, was on the cover of issue 5 
(June) and |would like to know if it is 
possible to obtain prints of this or 
any other of Oliver s paintings. By 
the way, | would have grovelled to 
Lloyd Mangram inorder to get the 
Ei2 otsoftware, but leltitwas 
abouttime the other members of the 


Hhink Derek Brewster' 5 
Adventure Trail willbe a great asset 
toyour magazine. 

Gareth Jones, Gerrards Cross, 


CHEAP HIGH QUALITY 


Bucks. Dear Lloyd, 

As your magazine shows, lhere are 
Easy come, easy go — if you dont many high quality games availabie, 
mant£12 wonhof software, | fartoo many to buy allofthem, 
suppose that's up to you. Besídes, | software houses reduced the price 
Oliver gets a lo! more money than of their games more would be 
me-— rucks of money (as hey say up | bought. Thishas already been done 


here in Shropshire), Still, Im never 


with Mastertronic, and their games 
one to complain — unduly. We may 


aren't particularly high quality. High 


be doing some posters or a games at cheap prices 
calendar nearer to Christmas. eis dedo to make up for 
LM the smalter profit, This would also 
decrease pirating, because o 
| ames player would rather buy a 
SLIPPING ia aids a 
STANDARDS: a oca 


Dear Ltoyd, 
| kegp reading in your magazine, 


Durham. 
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WRONG!!! 


Dear Sir, 

Ham writing to you on two points. 
The first of which is about your 
Cheats Comer in May 1984 
CHASH. You displayed a few 


different ways of cheating on Manie 


Miner, which | think is completely 
WRONG!!! 

The author of Manic Miner 
obviously took a lot of trouble over 
producing a game like that. Now 
Cheats like you are getting on the 
scene and producing ENDLESS 
LIVES! This in my opinion is entireby 
destroying the concept of the game. 


| Why notjust play the game properly 


and depend on your own skills? 
Mysecond point is on the spelling 


=| inCRASH. lt's disgusting!!! was 


= reading Cheats Comer when Iread, 
When the sheet you wantappars 
oncreen, release the key and start 
playing. Can'tyou do any better 


* lhanthat? If not then getsomeone 


who can. 


Pod Speigal, Eltham, London 


Atthe riskof losing a doubtiess 
valuad reader, Aicharo, can | say 
that you are acting like a wimp!It's a 
hitiike saying the Engiish language 
is sacrosanet in the wap it is spoken 
and written. Weilit's not, the way 


people actually speak and writeitis | 


mo English language - its 


is what they aro — cheating 

including. Of course you should use 
yourskilito win. But you'll notice that | 
Esoniy the really good game lhat 
people want to cheat at, That's the 
first point. The second is that people 


like us aren't getting on the scene 


griei, Aichard, where have you been 
recentiy? Within days of Jet Set 
Willy appeaning people — just like 
You — were ringing and writing in to 
every computer magazine in the 
with endless lives POKES 
and the lot. Within days, ads were 
appeaning to np people offby 
charging £ 1.95 for an endless life 
PORE. We didn't publish any 
POKES on either Manie Miner or 
Jet Set Willy for a set period in 
order to give the game a chance, 
and many other publications did so 
belore CRASH did. 
Asto the spelling (not that one 
again!) just sit dowm and read a few 
ofthe belter class Sundays and 
count up all the 'disgusting speling' 
errors. They do happen, and often 
when there's one there il be another 
close by because ifone has been 
overooked when itcomes to 
comrecting thenit's likely any others 


nearby will also be overibokeo. AND | 


LET'S GET ONE THING 
STRAIGHT before finally banning 
the subject — what we re talking 
about here is not disgusting speiling 


= It's mis-lyping, not surprising with 
approximately 140,000 words a 
month. The average novel length is 
60,000 to 85,000 words, and takes 
several months in the lypesetting 


and proof reading — not three mesks 


like CRASH takes — so lhere! 

Toendon a happier note — poetry 
seems to be the up and coming 
thing these days among games 
prayers. Ihought the Moral Majority 
considered violent games bred 
violent people, but it's obviousiy not 
trus. CRASH readers make great 
red well almost great... 





ODE TO CRASH 
After buying my new Spectrum, 
Te really got the blues, 
rE's 50 much 
Spectrum 


eds tochoose? 


“ Imustby CRASH... 


Eve studied all the inlay cards 
Untilmy eyes are sore, 

There's Manic Miner, Jet Set Willy, 
And hundreds, hundreds more. 


Are the graphics good on Cookie, 
Is itworth the price, 

Shall | become addicted, 

Or onhy play it twice? 


TheanswersinCRASH... 

My problems are all answered, 
[know which games-to buy, 

Im getting value for my money, 
And allmy scores are high, 
THANKS TO CRASH! 


Simon Horobin (11), Wimborne, 
Dorset. 





There you go, that's all for this 
month, 'rucks more letters next 
ISsuê — | must dash, the 

ria pda 








SINCLAIR, ATARI 
COMMODORE 


COMPUTER REPAIRS 
by the 
SPECIALISTS 


COMPUTER SERVICE 
AND REPAIRS 
Telrplune (MET RSA 4 
Trlegrano 

| a Breno Elia 
Teles SARA TEL Fl 


WALKERS will repair your MICRO quickly 
and efficiently. 


Services available to suit the Customers 
requirements include “one-off” repairs and 
Quotations. 


Most Repairs will be in the range 
£15 to £30 
subject to machine 


FOR INFORMATION 
PHONE 021-643 5474 


CALL IN AT 
38 OXFORD STREET, BIRMINGHAM, B5 5NX 


OR SEND S.A. E. FOR DETAILS 
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4E minutes 
Everton À 









& Full ii-a-side mateh acton 

& Scale R0-minujo game 

& Om-screen commentary showing currers 
Score, name od player in possession, 


Be a top tactician and 
watch your team play in 








ld 
. ta the safety a your home! 
À O isggro tati ans rest on esterno Also form any league of 














22 teams and pick 
your own players! 


| 4 Save season iodate on lapé 










Order direct from 
CROSS lo desça 
36 Langford Crescent, 







Also available from selected stores 
| in Ni London area iene 
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" TOTHESTARS! 
FOR THE 48K SPECTRUM FROM GARGOVLE GAMES 


“SPACE IS DEEPER THAN YOU THINK...” 
ONLY £5.95 EACH 


100% MACHINE CODE 
ARCADE ACTION, FEATURING 
GARGOYLE'S STUNNING 
CARTOON GRAPHICS. 

AVAILABLE AT SELECTED 


RETAILERS OR SEND COUPON (65/24 
DIRECT TO GARGOYLE. 


DEALER ENQUIRIES WELCOME. 
TEL: 0271-236 2593. 


PLEASE RUSH ME... COPYICOPIES OF AD ASTRA, 


| ENCLOSE CHEQUEIPO. FOR É (O £5.95 EACH 
POST AND PACKAGING FREE 


Send this coupon to: 
CARGOYLE CAMES, 

4 NORTH WESTERN ARCADE, 
BIRMINCHAM, 

B2 5LH. 









—— HOW TO ENTER ——— 
Study this list of titles from the 
Lothlorien Range. We've hidden 24 oÍ 
them in the word search jumble. Words 
can run horizontally, vertically or 
diagonally and forwards or backwards. 


To start you off we've ringed 'PARAS: 

There will be 100 Micromouse 
cassettes for the first 100 correct entries. 
Prizes will be awarded strictly in order of 
receipt, so send your entry as soon as 
vou think you've found all the titles. 














































CRASH THROUGH THE LOTHLORIEN 
WORD SEARCH TO WIN A 
MICROMOUSE CASSETTE. 
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— BATTLEZONE 2000 —  —HYPERBLASTER ——. «SPECIAL OPERATIONS E 
—— RBEDLAMBLASTER —— JOHNNY REB——  —— ROMAN EMPIRE. 
——— BEETLEMANIA —  —MICROMOUSE ——— —SPOORY MANSION — | hi 
— CHOC A BLOC CHARLIE — —MUMMY MUMMY — —THE STOLENLAMP — ii cutianal 
— CONFRONTATION— ———CEARAS>——— —TWOGUN TURTLE — The areui educutiona! 
a rn Tr gude gra free asthileriom. 
E Dc ao A ELOPONNESIAN WAR 2. — PYRANT OF ATHENS o Fgi off tho software bugs qt Distakil) and 
— DREADNOUGHTS —— —REALM OE THE UNDEAD — WARLORD o hebpMicrontintsvode-buig hits programs. Eight 
GRID PATROL ——— RED BARON - — > ORION — throyghAhe deves to the highesd secure. 
THE LOTHLORIEN STORY [NAREPEERDECREREREECERE 
| | LIAMUMMDYARASRAPVWUKSNNIE]| 
| DIRGEBEETLNANYRATCNARAO 
The Lothlorien story goes back  assimilableform. | YYSXOOMNPREBEFFFBLASAI R | 
to Manchester Central Boys Thought provocation has been | EIQOUACBLA Ç HYEPB b À - É ç E 
Grammar School in the-days when — partof the Lothlorien philosophy UREPYHPAISTOOKY - À» 
era occupi aca ince the earliest days. And REDBBAORONAMNEHTAOLDELM 
computers pied half a castle since the carliest days. An | O E a EGO | 
and cost twice as much. certainly the games provide RE v A É ado ; O UNA CRI ENTA 
Mike Cohen, Roger Lees and players and reviewers alike with | E A CCN EB E TRUK | 
Geoff Street were all boys together, abundant food for thought. ' | - 

; | Ed ari AVNWALKNYZHNADECODDWARZE) 
but left to pursue separate careers Most action games are 100% MADCEFGUIKADIPATRESCDLS | 
in commerce and business. machine code and more and more, : oo 

Spesiardi | | inn | TBADMMHJELRDTADEBALEF 
By 1981, Mike Cohen and Roger  reviewers have commented on the | A ENLAOTISHYEAGAHD | GGERU Í 
Lees were cach writing Wargame quality of sound, smooth graphics BSNENERRYMTLTDDIKPELMTN 
programs as a hobby interest, and very attractive presentation. Í VUOT | SMUMSRENOPPOMPNNAD | 
selling them privately and More critical reviewers have WOFXAYZUZBEDOCHOCEIOQPD| 
separately. welcomed originality and thought- | CMDASHMSHOUTRMELANNIPDC | 
In 1982 they got together to form provoking content, putting IRADEDEYEBIGMEFNLEAAGRRIE | 
MC Lothlorien and launch the Lothlorien at the forefrontin this ' YRVEMPZSHGEBNRTARMGOSRP 
lamous mind-stretching sphere. | ça SCIMCERTOONGOETOEOLNOGA) | 
WARMASTER series. Now, with some 40 titles | TIUUURSOPSAJCEAVLRAGRSCO 
In 1983 they were joined by available for virtually all AMLMABELSPRAOZROARDINGS ; 
Geoff Street who had movedinto | machines, the company has | LSPMALNELOTSEHTWBEDLAME 
professional programming witha | moved on to provide Adventure NORSEANTQODOZENOZELTITARB | 
major International Bank. too, with the ADVENTURE- | DWARFSEPCEKONZIANIVUERSFL 
Now all three have specific roles MASTER Series. And with a | IBARLLTVASYREMLEANYPE 0000 | 
in an expanding company. Mike factory opening 8000 will bein a MEARNELSEMREARZIOROB y L É 
Cohen is Managing Director, Roger position to guaranter quality even | ORROERETSAL E E E ; E É A U j É E | 
Lees is director in charge of with the fastestdelivery PO RMS dae den 
Marketing and Geoff Street is - Central to The Lothlorien Story | AFOAZT a j Ras E a | 
Technical Director. | is a belief in promotion. Originally NH : a A y DO ARS E RA sad 
Following the success of the | all games were available by Mail a : DN CN OROLEDPOTAU FOR 
WARMASTER series the compány Order but now yowil find them in E CSEPRANTAS ICGEGAN RT ATO! 
moved into Arcade action with most leading software outlets. |  CASBERGENBOCKSEALUNDONEER | 
ACTIONMASTER, acquiring a Lothlorien regularly appear in the 5 IL TERRIFYCLICOGMERMAIDA 
reputation for high technical reputable Computer Titles and | LAICEPSPECIALOPERATIONS ; 
quality. MICROMOUSE is a typical will soon appear on TV, when the ACURSESLI VEDWHPOISONARRNy 
title. It has arcade action but cagerly-awaited Autumn Titles | CHSPELLETFGPOLOPENWO 
embodies the pn will be revealed. | copos ana à ai a AM 
programming in e casi y qro tiion ts méd o pet fo eme palete mer AME = 
ca E E lthloriem vê ir AGE | 
| | 4 É od ps temer qro e! | 
| I abrigos val) be awarded to curiecl entries i 
in strict order ol receipt-tho sminer.yuu E Dat 7 ENA 
4 eee SR mo 2 et PA | ee re beiter your chance ol CODE. | 





4 A currec solyilas wall be pobiiahos qm 
CRASH Magatihe 


ME Lothlorien, 56a Park Lane, Poynton, Stockport, Cheshire SKlZ 1RE. 
Tel: Poynton (0625) A76642. 


Send To MUT. Lotblorica, Sãa Park Lane, 
Poymton, Stockport, Cheshire SREZ IRE 
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Trashed by Trashman 


| Inwhal may prove vel to be the most 


dangerous precedent ever set by a 
member of the software community, 
New Generation launched its new 
series of The Complete Machine 
Code Tutor for the Spectrum (48K), 
CBM 64, BBC and Atari computers. 


“Thiswas done in quite a clever way, 


since the computer press are nol 
noted for dashing out to launches of 
educational software New Gen 
aranged a competition for the 
various editors of computer 
magazines to battle over a game oí 
Trashmar— the winning editor to 
take a weekend in Paris jor two. 
This fiendish ploy was obvioushy 
designed to get an ear for the new 
program as well as setting editor at 
editors throat and starting am 
ntemeicine war between the 
magazines! 

Inthe end, after a lot of nail biting, 
the winner was Peter Green, editor 
of Computing Today who scored 
9187 points. He beat Chris 


| Anderson, editor of Personal 


Computer Games by onky 45 points. 


| Chris had played in the firstround at 
| thesame time as the erstwhilo 


CRASH editor did his bit. Tony 
Heatherington of Persona! 


 Câmputer Worc'-came third with 


38 

CRASH was bravely 
represented by none other than 
Roger Kean, who despite the 
disadvantage of a damaged joystick 
at his regular morming practice, 


managed to come somewhere alter 


thatwilhiwo thousand and... 
something! 

The holiday was handed over 
accompanied by a suitable round of 
booing from the other unimpressed 
magazinés. 


| Jump Challenge 


Eddie Kid, the motor-cvcle stunl 
ace issooninnhea Cosa Sli vg! 
software pro Ars Espa ara 


and the BM Ga hi 1S TON ynth Edi HER 
NNOSE 4 asto und na Ea ILE mp ol 90) 


fsonal app pERTE 
he Marte chstai di atmajor 
computer fairs over the nexi few 


MDA, 





Rod Evans, Managing Director ot New 
Generation presents Peter Green with 
champagne and details of the weekend in 
Paris. 


Astudy In serious concentration — Eugene 


- Laceyot Computer & Video Games (his Mum 


always bold him he'd be a dustman when he 
grew up). 








Machine Code Tutor 

Thisis New Generation's first 
excursion into the “educational” 
software marke!, Itis aimed to give 
the BASIC programmer a step by 


step guide to leaming machine code 


programming. The Spectrum 


version contains two cassettes with 
over 100K of data. 33 lessons follow 


exercises together witha 
comprehensive booklet, New 
Generation claim that the user may 


expenment without fear of crashing 
the program and that the high 
standard assembler in the system 
ensures fast error trapping and 


correction. The Machine Code 
Tutor retaits at £14.95 and willbe 


subjected toa CRASH review soon, 





= pr Ea 





at 2.99 and the Mastertronic 


| arange of much lower priced 
| games, and a cartel of other 


| gone onto the lower price range, 


| new Charlie Charhe Sugar range. 


| allage groups. Hhodunnitis an 








Cheaper Software 


The British software industry has 
been a little alarmed by the spate of 
cheap software around recently. 
Warwick Leisure's Pulsonic range 


programs atonly £ 1.99 have 
obviously given cause for alarm. 
Despite general public calls for 
ower prices, many software houses 
feel thalitis no longer econirnically 
teasible to produce really 
complicated games at such low 
prices. 

Nevartheless a number of well- 
known companies are preparing to 
do just that and lower prices. Mike 
Cohen of Lothlorien says that the 
market is changing, opening up so 
that tis possible to sell a particular 
type of game al around the £3 mark 
without seriousiy affecting the high 
quality game for which Briatin has 
become knowr at the higher prices, 
Lothlorien are certainhy considering 


software houses are expected to 

announce low-priced ranges of 

games before much longer. 
Soitware house C.C.5. have also 


Micking off with two games in lhe 


Priced at £2.98 both games are tor 
lhe 48K Spectrum. Dix Mille is 
described as a traditional French 
dice game which can be enjoyed by 


investigativa game for up to four 
players and is a computer version of 
the famous board game Cluedo, 
Whogunnit looks like one we have 
already seen released by a 
company called Placet, but the new 
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fo 
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version has been rewritten. 
C.C.5. say thaithe new range is 
designed to encourage impulse 


| buying and is accordingiy priced 


within the average teenager's 


| pocket money allowance. À lot of 


software houses have obvioushy 
roted Mastertronic's success 
when placed nextto the till a quick 
impulse buys outofthechange from 
a main game purchase. The 


| question remains — at half the price, 


on average, of games which have 


been carefully developed, are these | 


cheapies reaily worth the money? 
We'll be taking a look at the Charlie 
Charlie Sugars next issue. 


Anti-copycat Cartel 

Software houses PSS, CRL, 
Anirog, Silversoft, Interceptor, 
Microdeal and Visions have joined 
forces in an attempt to stamp out 
home copying. The action being 
taken is the theatened withdrawal of 


“alladvertising support from any 


joumal carrying advertisements for 
tape or disc copiers. Gary Mays of 
PSS said, There shouldn'tbe the 


Kevin Bowes on his PSS sponsored bike. 
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need for such devices. Weofler a 
replacement tape or disc should 
either fail to load, and | would have 
thought this was sufficient. 


Marlboro Clubman 
Onasomewhatl lighternote PSS 
have a hardware success on their 
hands it seems. ltcomes in the torm 
of23 year old Kevin Bowes and his 
motor cycle. Kevin, a printer by 
trade, started racing motorbikes as 
ahobby. He progressed well 
against us local Coventry rivais and 
came to the attention ofPSS who 
pledged their sponsorship support 
for 1984. 

It's been repaid well. Alter an 
early victory in a pre-championship 
warm up race at Snetterton during 
March, Kevin has gone from 
strength to strength, qualifying for 
the Marlboro Clubman's 
Championship, where he is 
currenthy yang Sth in the overall 
Championship table. 


ie ta of faia 


rumoursthati 
party financed Dyl 
distrtbutor: s Websters D 


Pe agrarmup formar xeti na. Advance 
ris from Derek amntato Si the 
sucos! lhal cospie ls 








The Retwood K-Baard in mace 


The Cost of Repairs 

Iisgems to be harder to get your 

Spectrum repaired these days, 
what with reports of Sinclair 
themselves taking up to six months 

| msomecases. As a result repair 
services have become more 

| common. Thomas Walker & Son 
Ltd., are one such, but in this young 
business Walkers are hardiy new. 
Established in 1838, the 
Birmingham-based company has 
been innovators in the field of 
marnine instrumentation. They hit the 
headines in 1880 when they 
iaunched the world's smallest and 
cheapest satelite navigator to the 
vacht leisure insdusty, 

The Sat Navs, which are a 
combination of receiver, computer, 
keyboard and display PCÊs, have 
given lhe company considerable 


isthe basis of the Spectrum. It 
sesmed natural to move into home 
computer repairs, Their repair 
service now Includes the Atari and 
Commodore computers as wellas 
the Sinclair machines. 

The services offered by Walkers 
Computer Service and Repairs 
provide for one-off repairs and 


quotations direct to the customer 
and as a support to computer 
dealers who require back-up to their 
sales. Thomas Walker & Son Ltd. 
are based attheir works, 58 Oxford 
Street, Birmingham. 


American Software 


Cheetah Soft (Bat Attack and 
Conquest) has signed a deal to 
produce Imagic Software for the 
Spectrum. Imagic has been 
producing software in the United 
States for some time. The first two 
titles are Moon Swseperand 
Dragon Fire and should be available 


| Oncasselte soon priced atf 7.95. 
experience with the Z80 CPU which | TR 


Cheaper Interface 


Cambridge Computing have 
recently reduced the price of their 
Spectrum Programmable Joystick 
Interface from £34,90 to £29.95 
which includes the two independent 
fire button joystick. The interface 


K-Boards 





| aloneis reduced from 27d to 


f22.95. | 

Atthe same time lhe software 
used to program the joystick 
interiace has been extensively 
rewritien, say Cambridge. ltis now 
fully microdrive compatible and 
additionally can record the key 
combinations for up to 250 separate 
games (48H version), 


ETC do E 
New Represeniation 


With Full Throtite, Micromega look 
set for another 3D hit, but Neil 
Hooper says itmay be one of the 
last3D games they do. Thereis 
another on the stocks, a cockpit 
view game with a sequence of 
events such as landing on a planet, 
walking/in space, geting into a 
Crawler, shooting aliens, retuming to 
the ship and blasting off, but that is 
likely to be the last strictly 2D game 
Micromega produces. He says, 
We're lboking at à new 
representation for video games. 
There are lots ofideas floating about 
here at the moment. It's all quite 
exciting! 


| entered into a marketing deal with 


Protessionial Kkeyboards tor the 
Spectrum have become quite a 
business in recentmonths. Now 
Kelwood Computer Cases have 
iauncheo their K-Board. Unlike 
mostother ft-on kevboards, the 
Kelwood K-Boardis nota comolete 
housing for the Spectrum butan 
assembly which sits ontopofthe 
vo] um se! o and replaçes 
Ne membrane circuit. The new 
Keyboard fls where lhe old one was 
existing ONES. vs are to!l 
printed in red and gold and are 
claimed'to have a fast switching 
lime. wilh smooth action and a travel 
oi less than imm, The EV arê 
shrouded by a plastic móutlding on 
top ofwhich sits the original 
Spectrum key template 

The K-Board costs E28.50 (4+95p 
for p&p| and is availabte from 
Kelwood Computing, Downs 
Row, Rotherham, 8. Yorks S60 
2HD 


Spanish Action 

In last month's Neves Input we 
reported on some games from a 
Spanish software house. Some o! 
their Spectrum programs have 
already been reviewed by us and 
would have appeared in this issue, 
butwe have been asked to hold 
them back. The games and all their 
documentation were in Spanish, but 
an English software house 
(undisclosed at this time) has 





the Spanish company, Ventamatic, 
to market the games here in Britain. 
Al present new English intays and 
English text graphics are being 
designed, So we'll be reviewing 
them as soon as lhey are ready. 











48K SPECTRUM E550 
COMMODORE 64 £6.50 
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Star Trader 


Producer: Bug-Byte 
Memory required: 48K 
Retail price: E6.95 
Language: machine code 


The game requires the skills of 
a shrewd trader and a fast trig- 
ger, it claims at the start of the 
instructions in the two-part load 
of this new Bug-Byte game. 
However, for those not so keen 
on the space arcade action, its 
possible to avoid confrontation 
by not arming your cargo ship 
with a laser, although it means 
almost certainly having to pay a 
| tribute to marauding pirates. 
Mercifulhy, Star Traderhas short 
and to the point instructions on 
the screen, so there's no need 
of a ZX Printer, Eldetic memory 
or Pitman shorthand skills. 

The game falls essentially 
into two distinct parts, the 
| strategy buying and selling bit 
on the various planets, and the 
space travel bits where you are 
likely to meet and be engaged in 
combat by pirates after your 
cargo. The trading takes place 
over eight planets and involves 
eight commodities - grain, 
guris, tools, timber, wine, clo- 
“thing, oil and gold. A picture on 
the left of the screen shows the 
space port which, rather like 
| Holiday Inns, looks the same 
whichever planet you are on. 
Should you enter a trading 
establishment it is replaced by a 
large picture of the trader in 


“day Inn managers, looks the 
same whichever shop on 
whichever planet you are on or 
in. To be fair, the traders have 


Like any good Holiday Inn manager, 
the traders tend to look alike... 
sometimes have moustaches, 
sometimes hats, but the identi- 
kit pic feeling persists! 


ta a e may optto 
go in (to take off) and will be 


mission if you are medical 
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asriestas 


question who, rather like Hol- | 


asked which destination you | 
wish. You may be refused per- | 





unfit, a situation ires 
resting and eating good food! 
When you arrive at your des- 
tination can list your goods 
in the plradem hall, re al, 
nothing or part of them or bribe 
the customs officer and part 
with appropriate money accor- 
dingly. 

HF you dont enter the 
spaceport the options open are 
to go to a farm, a gunsmith's, a 

shop, sawmill, wine mer- 


chant's clothes shop, fuel mer- | 
chant's, jeweller's, pub, hotel or | 


general store. It is from the 
general store that you can buy 
the essential lasers and power 
packs with which to defend your 
ship from pirates. In a shop you 
can buy or sell, but it's worh 
keeping an eye on the econo- 
mic status report which will tell 
you what buying and doado 
prices are at all the planets in all 
commodities. The other thing to 
keep an eye on is the time oi 
day as the shops and 


' spaceporis tend to close at 


night and for lunch — pubs and 
hoteis also have appropriate 
opening times. 

The arcade sequences take 
place in space and the screen 
shows a viewscreen in which 
planets can be seen moving in 
simulated 3D. you have no 
laser on board, then pirate 
attacks and tributes are merely 
reportea, but if you are armed 
then the enemy ships can be 
seen swooping in on you, firing. 
Laser power and ships shield 
strength run down quickly and if 
vou don't want the game to end 
it is worth surrendenng before 
vou are killed as the pirates are 
fairly sensible chaps and usual- 
hy leave you with something to 
trade with ai your destination. 
The object of the game, 


| obvioushy, is to get neh! 


CRITICISM 


O The graphics. though there 
aren'tmany on the trader part of 
the game, are weil drawn as are 
the ones in the arcade pari. 
There is very lite sound except 
when you are shooting aliens 
and what there is of it is rather 
poor. This game is fun ifyou like 
trading games and is fun to play 
with frends. The added bonus 


Space pirates lhreaten your cargo in Star Trader. 
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of the arcade game is a good 
idea after trading goods all day 
(how peaceful)! It gives pg 
like me (psychopathic killers) a 
chance of knocking off the odd 
pirate. | didn't think was a very 
good game overall but it may 
appeal to the more peaceful 
members of the computer gam- 
ing universe. 


0 This is a game that is play- 


able but inprinc a in cl to 
Nay if mt get killed off by 
las CaniaDe are very de- 
tailed and colouriul, but where 
has the sound disappeared to? | 
found whizzing off to planeis to 
sell goods quite fun although 
the in between arcade segu- 
ances seem a lítile iong and 
drawn out. Keyboard input is 


* usually one touch. Quite a play- 


able game, if youve got the 
time. 


O Star Trader represents an 
advance over the space tradi 

game like Quicksilva's old Trad! 
er, in as much as the latter was 
a linear game with a start and a 
definite end. In this game you 
can keep plaving until your 
money runs out. In general | 


thought the content was a lítile | 


lacking with most problems aris- 
ing from becoming hungry at 
inconvenient moments or con- 
cluding your trading to find the 
spaceport closed. The graphics 
overall are quite quod, and the 
arcade sequence is very nice 
although your ship does look 
rather antiquated (Dan Dare- 
ish). The 3D effect is simple but 
works, although | couldn't figure 
out why they had gone to the 
trouble of showing planets mov- 
ing towards you (you can steer) 
but which didn't need avoiding 
as they do it all by themselves. 
seems a bit pointless. Nothing 
really starting or new here, but 
a user-friendly program which | 
enjoyed reasonably well 


COMMENTS 


Control : CUrSOrS 
Joystick: Kempston, ZX 2, 
AGF, Protek 

Keyboard play: mosthy single 
input, responsive on arcade 
sequences 

Use of colour: good 









Graphics: generally good, 
et and detailed q 

sound: very poor 

Skilllevels: 1 

Originality: the trading concept 
is hardly new, nor the 
combination with arcade action, 
but this game does have a fresh 


look and is well implemented, 
General rating: above 

average, 

Use of computer 73% 
Graphics 67% 
Playability 69% | 
Getting started 68% | 
Addictive qualities 63% 
Value for money 57% 


66% 


Producer: Unique 
Memory required: 48K 
Retail price: £5.99 
Language: machine code 
Author: Simon Harrison & 
Jonathon Carter 


Overall 





Clerky is to filing cabinets what 
Psst was to blooming flowers — 
at least in concept. All Clerky 
wants to do is GOTO his 
favourite pub but betore he can 
do that he must GOSUB first. 
The subroutine in Clerky's life 15 


| thatheisa fling clerk and a low 
| 


| wage earner. His boss won't let 
him go until all the filing is done, 
and he wont eam enough 
money to afford a drink unless 
he works hard. Life is made | 
worse by the flying inkpots | 
which try to spill ink all over his 
shirt front and the publican 
(being a fusspot) won't let him | 
into-the pub if he's besplattered 
with ink stains. Another problem 
is the mad typist in the next 
room who keeps throwing rub- 
bers at him. 

On screen, there is a large 
five-drawer filing cabinet filling 
the left side of the screen. Cler- 
kKy floats around in the blue void 
left, collecting the sheets of pap- 


| er which are dropped randomly 


from six slots along the top. The 
object is simple, catch a paper 
and run it over to the cabinet. It 
doesn't matter which drawer 
you aim for, as soon as you 
touch any part of the cabimet 
one of the drawers is filled. 
When all five are full you prog- 
rass to the next screen. On the | 
first, there are only two inkpois, | 
and another is added with each 
progression. The inkpois dan 
around all over the playing area, 
killing Clerky off if one hits him. 
The rubbers enter from the night 








quite traditional — five platiorms, 
several ladders varving 
lengths, holes to be dug or filled 
to trap monsters which, if they 
escape from a trap, get more 
vicious. The novel feature is the 
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| Empty filing cabinets waiting to be filled, and Clerky with his mind on the pub. 


and bounce slowly along to the 
Jeftatthe bottom of the screen. 

Despite indicatons to the 
contrary in the scenario, all the 
game takes place in the office, 
none of it in the pub. Points are 
scored for catching a letter and 
double for filing it. 


CRITICISM 


O Ciorky is by no means a 
sophisticated computer game, 


butitis quite playable for all that. | 


There is a start up screen of 
Clerky leaving home and walk- 
ing to the office block he works 
in, with the lift going up to the top 
floor, but otherwise all the action 
takes place within the confines 
of his office and after a bit it 
seems to get claustróphobic. 
The characters are reasonably 
large but the inkpots look as 
though they kill you off before 
they realiy touch you. By the 
lime there are four pots flying 
around on the screen the game 
geis very hard. However, there 
im't enough variation or overall 
excitement for it to have any 


lasting appeal, 


O The idea behind this game is 
| Very simple — even idiot-proof, 
| although the game progresses 

from easy io impossible de- 
 pending on how many inkpots 
are flying through the air. The 
piayability of the game is re- 
duced because you can get 
Niled by an inkpot even though 
itdoesn't touch you. This seems 


Sirange as lhey move about | 


with a smooth action. Keyboard 
responses are very good and 
| Weil! positioned but there is no 
sign of user-definable keys as 
mentioned in the insert. Gener- 
aly |! found the game unplay- 
able and of a very primitive 


O Graphics are large but un- 


colourful and the black inkpots | 


don't show up very well against 
the dark blue il : The 
letters float down very nicely. 
Clerky himself is quite nicely 
drawn and animated and the 
way he catches letters on his 


shoulder is amusing, but overall | 
the game contains little to in- | 


spire, quickhy becomes very re- 








| petitive and progressively un- 


playable. 
COMMENTS 
Control keys: Q/A up'down, 
OP left'right 
Joystick: Kempston, DK 
| Tronies, AGF, Protek 
Keyboard play: good positions 
and responsive 
Use of colour: below average 
Graphics: uninteresting 
Sound “po tunes but 
eralhy average in game 
kill levels: 1 Sea 
Lives: 5 
Originality: the idea is neat but 
the implementation is limited 
General rating: notvery 
addictive and below average. 
Use of computer 60% 
Graphics 40% 
Playability 38% 
Getting started 68% 
Addictive qualities 20% 
Value for money 30% 
Overall 43% 
HE SRS == SS 


Buriabeast 


Producer: Kerian UK 
Memory required: 48K 
Retail price: £5,50 
Language: machine code 
Author: Matthew Dowell 


Buriabeast is described as in- 
troducing a new plateau in 
graphics and sound. What the 
insert doesn't tell you is that this 
is a straightforward 'Panic' type 
game, and with the amount of 
versions available already, you 
could say the game type 


| plateaued out a long while ago. 
| You are the sole surviving 


member of the human race and 
ithas fallen to you to defend the 


“world from hordes of marauding 


mutant KENS (as in 'D'ye Ken 
John Peel) and your onhy tool is 
a shovel. Quite honestly, iflwas 
the sole surviving member of 
the human race, | think | would 
leave the world to the maraud- 
ing Kens. 

hus described, the game is 


Buriabeast (is he a Ken or not?) 


| - à man-sized blue monster 


who has to fall through three 
holes to die. The game is played 
against a falling oxygen level. 


CRITICISM 


O The graphics are quite col- | 
ourful and detailed, especially | 


the beast himself. | think this is 
also the first 'Panic' | have seen 
where you can dig holes right 
beside ladders — indeed, even 
on top of them. The monsters 


| are quite intelligent, although 


the higher level monsters 








& lthink its a bit late in the day 
to bring out yet another version 
of this ancient arcade game, 


| Unless, of course, its spectacu- 


lar. Buriabeast isn't really spec- 
tacular in content, graphics or 
sound. That said, it's a pertectiy | 
playable “Panic”, and if you ha- 
vent got one and want one, 





Don't panic whatever you do, and keep a sharp eye out for the Buriabeasi. 


almost always oblige by falling 
into your holes. The tunes are 
quite good. Graphics move by 
the block and are quite small 
except for fhe man and the 
beast, both of which move well. 
Overall a fairly neat 'Panic' type 
game, but still not the best on 
the market. 


O Iserious!y doubt the wisdom 
of anyone bringing out yei 
another Panic' game, when 
there are already so many on 
lhe markel. As fo the new 
plateau in sound and graphics — 
well the tunes are quite nice but 


| nothing special, and the same 


can be said of the graphics. 
Four man moves quite well, and 
has a nice touch —- when he 
jumps through a hole, he bends 
his legs quite realistically on 
landing. When you lose a life 
You reappear immediately at a 
random position on the base 
platform, usually away from the 
monsters — no time to relax! By 
no means the worst, nor the 
es Panic" game for the Speu- 


| then this is probably as good a 


buy as most. 


COMMENTS 


Control keys: Q/A up'down, 
OP leftright, D/F dig/fill 
Joystick: none 
Keyboard play: responsive 
Use of colour: average 
Graphics: average 
Sound: above average with 
300d tunes 

killlevels: 3 speeds 
Lives: 3 
Originality: hardly any (close to 
original) 
General rating: an average 
'Panic game. 


Use of computer 58% 
Graphics 56% 
Playability 59% 
Getting started 48% 
Addictive qualities 52% 
Value for money 50% 
Overall 54% 
EL e ii 
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Whizz Kid 
Producer: Unique 
Memory required; 16K 
Retail price: £5.99 
Language: BASIC 
Author: Phillip Carlin 





 Wihizz Kid is a puzzle game. Itis 
really a computer version of 
those flat plastic cases contain- 
ing lettered blocks that may be 
siid around, always one less 
than available squares. In 
Whizz Kid you are presented 
with three squares aa 
nine spaces — a total of 27 in all 
| between them. With the 26 let- 
ters of the alphabet, that leaves 
one blank square, The object is 
to take the randomly sorted let- 
ters and move them around to 


finish with id which 
takes you city through the 
alphabet arranged A, B, Con 


the line of the left hand 
block, D, E, F onthe next and'so 
on, with the black square left 
between M and N on the middle 
row of the middle block. 

Letters are moved by using 
the cursor keys and Oto change 
from block to block. The less 
moves made, the higher your 
score, but the game is played 
against the clock with you set- 
ting the limit up to a maximum of 
nine minutes. 


“CRITICISM 


O This is one of those simple 
looking games that proves to be 
areal ali teaser and will prob- 
abiy while away many an hour 
for those keen on letter puzzles. 
| found the moving of the letters 
a bit confusing at first and kept 
thinking that the old fashioned 
hold it in the hand version was 
much easler, But once you get 
| the hang of it, the game próves 
quite enjoyable. Definitely a li- 
mited market for Whizz Mid, but 
| Worth it for puzzle enthusiasts.' 


O dont think ihis sori ot game 
works particularly well on the 
computer. With something like 
a Rubic Cube you can revolve it 
in your hands and soive prob- 
lems visually, physically, but 
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the 
physical aspect is removed and 
often you org et what it was you 


Once on the 


had pla to do next by the 
time you come to do it. This 
game is made even more diffi- 
cult by the slow response from 
the keyboard and also vou can t 
move the letters about as freely 
as you would be able ifit were 
really in your hand. Colour is 
used well but the so-called 
fhree-dimensional colour- 
coded grid system" is only 8D 


because a few lines have been | 


added to the sides of the mair 


| blocks — not very convincing 


and anyway, 3D has nothing 


whatever to do with this game. ' 


COMMENTS 
Control keys: cursors 
Joystick: AGF, Protek 
Keyboard play: unresponsive 


| Useofcolour: reasonable 
Graphics: very simple of 
necessity 
Sound: only simple beeps 
Skill levels: self-selected 
against the clock 
General rating: a game with 
limited appeal. 
Use of computer 41% 
| Graphics NHA 
Playability 45% 
Getting started 58% 
 Addictive qualities 38% 
Value for money 43% 
Overall 45% 
a CE e 





Death Chess 
5000 


Producer: Artic Computing 
Memory required: 48K 
Retail price: £6.95 
Language: machine code 
Author: Anthony Adam 


Artic have made claims in the 
past to being lhe producers of 
the best computer chess games 
ior the Spectrum — it's obviously 
a matter for argument! Death 
Chess 5000 is a novel depar- 


=p 


ture from the chess format and | 


| Unusual pleces in Death Chess. 





certainly no ordinary chess 
game as il incorporates arcade 
sequences within the 
framework of normal chess. 
For a start off the chess 


| board, although traditional, has 


quite different looking pieces, 
Pawns are represented by 
tanks, kings and queens resem- 
ble lethal looking missile com- 
binations, bishops look like high 
powered science fiction wind 
surers, only knighis and rooks 
are instanthy recognisable. In all 
respecis the strategy and rules 
Of chess apply. But what makes 
Death Chess 5000 really difte- 
rent is that when you challenge 
the computer's pieces or vice 
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the ghosts. Knight takes kn ht; 


hit the enemy horsemen before 
they reach your edge of the 
screen. Rook takes rook: scale 
a lower avoiding the falling bar- 
reis of oil. Queen takes queen: | 
navigate the star trench and hit 
the enemy flagship. Piece takes 
different piece: shoot through 
the galactic barrier to hit 





| opposing ship. 


Additionally it is possible to 
select a normal game of chess 
without the arcade sequences. 
On either game there are seven 
levels of play from O to 6. The 
eastest level reples in 2 | 
seconds, level 4 in five minutes 
and levels 5 and & play a strong 
game and take a long time. 





me 
= iam + 








versa the screen cuts to an 
arcade sequence. Winner of the 
arcade game retains status quo 
onthe board. So, f you move to 
take a computer operated 
piece, before you can you must 
fight it out. The computer may 
win, in which case you willloose 
your challenge piece instead, 
There are six different games. 
Fawn takes pawn: you must 
drive your tank forward to save 
the city whilst avoiding the 
bombs. raining down from an 
overtiving helicopter. Bishop 


takes bishop: escape from the 


vaults of the enemy avoiding 


Input is with the traditional 
chess notation. In the straight- 
forward chess mode Death 
Chess will recommend a move 
f desired. Castling is. allowed 
with the King's move entered, 
and capturing en passant by 
pawns. Games may be saved 
or sent to hard copy if you have | 


| aprinter. 


CRITICISM 


O “Chess is a natural for the 


| Computer and | have enjoyed 


many games, many versions, 





Rescue the city and save your piece, just one of the many arcade treais. 
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so | was very dubious when | t on blus and black). The 


loaded Death Chess 5000. My 
suspicions deepened when | 
saw the pieces. Chess boards 
on computers naturally tend to 
be small and novel piece design 
can be confusing. On top of 
that, would à game of chess 
interrupted by arcade anã 
| ences be a travesty? Well 1 

answer |5 no. | haven't had as 
much fun in a long while in fact. 


On the chess side, Dealh | 


Chess is a pertectly good game 
| anda few minutes play gets one 
used to the odd looking pieces. 
“AI the arcade sequences are 
well done. In fact plunging into 
the trench is a better looking 

me than Rabbit's Death Star. 

can gn recommend this 
| version of chess to anyone who 
not only likes a serious chess 
game but is also looking for a 
new angle on the game. 


O After sesing the screen load 
| felt that this could not be an 
dd Dt game. | was 
right. The arcade bits are prett 
good, as good as you cou 
expect from a ep ma pack- 
age such as this. combat 
igea 15 reireshingly different 
from traditional chess; so that if 
your sirategy is not up to scraitch 
you can make up for it with 
arcade skill, Problem is that the 
reverse is also true of course. 
Overall, a nice change from 
chess, but | dont think it will ge! 
to worid tournament level” 


6 As soon as you start playing 
vou can ses why the traditional 
chess pieces have been rede- 
signed. The chess graphics are 
well defined and easy to see 
with a definite shape. Board 
colour combinations are very 
good (green and white pieces 


graphics in the game sequ- 
ences are large, detailed and 
smooth. The trench sequence 
has an effective use of shadow 
under your ship. Most of the 
game ideas are good, some 
“a enough to be games on 

er own. Ártic couldn't do 
much to improve this game, 
except perhaps by really having 
Knights jousting and tanks firing 
missiles for real on the playing 
board. 


COMMENTS 


Control keys: chess - 
alphanumeric input, O-T/A-G 
up'down, O/P leftright and 
bottom row to fire 

Joystick: ZX 2 

Keyboard play: responsive 
Use of colour: general quite 


raphics: well detailed and 
recognisable, generally very 
large 


Sound: noi much 

Skilllevels: 7 

Originality: chess isn't exactly 
iginal, but this version is very 

different 

General rating: for both 

serious and non-serious chess 

players, very good value and 

generally recommended. 


Use of computer TOS 
Graphics 72% 
Playability 70% 
Getting started 87% 
Addictive qualities 64% 
Value for money 70% 
Overall 











Auf Wiedersehen Pet 


Producer; Tynesoft 
Memory required: 48K 
Hetail price: £5.95 
Language: machine code 
Author: R. Carr 


Based on the telly series, this 
| new game features the hero Oz, 
| à Geordie 'brickie' working in 
| Germany with such famous in- 
ternational locations as Dussel- 
dor. tis a three-screen arcade 
game. In the first Oz must lay as 
many bricks as possible under 
instruction from 'Hermr Fulhrer 


whilst avoiding the watchtul | 


Erics and falling trowles. He 
must also avoid laying any 
in a place where there 


are none underneath. Should | 


with the bare scaffolding grided | 
above it, dotted with Enc faces. | | 
Oz may move in four directions, 

laying bricks in the manner ofa | 


Painter game behind him. 
second screen features 


the favourite pastime of Oz - | 


drinking in the local bierkeller. 
The bar is represented by a 
green brick square. You start off 


with two tables topped by bier | 


glasses. Oz must drink the bier 
without hítling the table or the 
multiplying bar maids. Success 
leads to another bout with one 
more table added and more 
madchen to avoid. 











EE 


One olthe most realistic loading screens yet — here comes Oz. 





The third screen, a kind of | CRITICISM 
bonus screen, sees Oz weaving 
his drunken way home, The 
route is beset with lamp posts, | € 'When loading Auf 
police cars and security men - | Wiedersehen Petyou'| ses one 
none of which must be hit. This | ofthebest Inading screens ever 
would prove easy, even for a | because it shows a very recog- 


| drunken Oz, were it not for a | nisable picture of Oz, your 


power failure which blanks out | favourite brickie from Geordie 
the street lamps and everything | Land. The graphics are neat 
else with it. After a good look at | and very well drawn. The three 
the scene you must memorise | different screens are really 
the route and guide Oz through | three different games, which 
saleiy without! bumping into | adds to the value immensely. | 
anything. Each screen has its own par- 
elween each screen there | ticular tune and if you know the 


| isa little graphics representa- | tunes you'll find that they fit the 


lion of the coming scene with | screen. The game is nicely 
wry Geordie comments on liv- | done and the three screens are | 


ing in Germany. neat Iittle games and you can! 





complete, compulive ond enteriglning 
ement goma aver 
“4 division "FA Cup “European Cup “European Cup- Riga 
wWinnars' Cup “Replays “Promoton'Relegation cias 
“Tronsterms "Suspe “Injurdes “Substitutos "Nome - 
toom “Team selector “Nome ployers 'Chogssichonge team formation 
“Wisokly ioógue tables *FixturesiResulte tobla 'Reserve quod "Spy on other 
eluba *Minute-by-minute goal toct * Goo! kinga feature. 
| calha au DESPATCH YOUR-ORDER ON THE DAY WE RECEIVE IT, YOU CAN HAVE THE 


PEAKSOFT, 48 QUEEN STREET, BALDERTON, NEWARK, NOTIS, Tel: D434 705230 
Rush me The Boss tor my dBK Spectrum. | anciosa o chegue or PO for £4 95. 
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Second screen — watch out for tables and bar madchen. 





really argue whether or not | 


you've hit something because 
this isn't a fast arcade game. 
This game is definitely worth 
considering, especially if you 
want something to play together 
with your friends. A nice touch 
would've been more keyboard 
and joystick options. All in all, a 
| mina seamr tubioho de mnrh q 


look 























First screen and the Erics are watching 
as you pile up bricks. 





O This game improves a bit 
with the playing, each screen 
geiting harder (except for the 


time round, and very much har- 
der each time if you complete ff. 


one, one after the other con- 
tinuously, but if you actually 
complete one in each round, 
ad onde again, and again. 

he result can be quite addie- 
tive for à while, although | doubi 
| shall bother with it again. The 
graphics are rather primitive, 
sb Oz is a pretty lively 
stick ligure — ils a pity the 
Fera responses are So siug- 


O Although this is based on the 
TV series, | wouldn't state that 
as being a buying point. The 
scenario relates to the series 
 butonly very vaguely really. The 
content of this game isn't really 
high at all. Tunes are quite good 
at first but tend to get on your 
nerves after a fair while as do 


ences. Keyboard response is 
not really up to todays stan- 
dards, but then again, itisnta 
real arcade type game. The 
third screen is fhe mostirritating 
as it takes time to slot in all the 
| lamps, cars etc., but worse still, 
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third which gets easier) each | 


| In other words you play each | 


| Keyboard play: slowto 


“difficulty 


the in-between screen seque | 


takes even longer to black them 
out again. | don't know whether 
this is a serious buginthe prog- 
ram, but | think it crashed on the 
second screen on reaching 50 
beer pots. My score was 39,226 
points — the beer pots began 
appearing one after the other, 
slowing down considerably in 


their appearance as itreachthe | 


40s. The tifteth appeared — and 
im still eagertly awaiting either 
the fifty-first or for the game to 
commence. Still waiting... 





| 
PPP ma 





Third screen and the lights are going 
put all over Dusseldor. 





COMMENTS 


Control keys: 2/X left'right, O! 
K up'down 
Joystick: Kempston 


respond 

Use of colour: good 
Graphics: average 

Sound: good tunes, otherwise 
below average 

Skill levels: 1 with progressive 


Lives: 3 

Screens: 3 games screens 
Originality: overall quite 
original, although each game 
type is notuncommon on its 
OWN 

General rating: mixed opinions 
trom fair to good. 


45% 
49% 


Use of computer 
Graphics 








Playability 60% 
Getting started 70% 
Addictive qualities 50% 
Value for money 49% | 
Overall 54% 
Um idea via Ti ERES 





Omadan 
Attack 


Producer: Avalon 
Memory required: 48K 
Retail price: 

Language: machine code 
and Basic 

Author; M. L. Knights 


Omadan Aitack is a space 
shoot em up in the tradition of 


Crystal's Cyberzone. The lype | 


of game where you have lo 
shoot away the thick forcefield 
protecting a ship which is firing 
at you, before you can blow fl 


nn 

The -mothership — a sor of 
vellow Tie Fighter shape, is at 
the top of the screen, finng laser 
blasts downwards through its 
thick protective shield. Your 
ship moves across at the bot- 
tom of the screen firing up. To 
gither side at the base there are 
laser blast suppliers as you can 
only fire 20 biasts before need- 
ing to refuel. Additionally, your 
ship is unable to destroy the 
molhership once its exposea, 
so vou must call up a more 
powerful cannon to do the job. 
This cannon is no use for get 












0 ting rid of the powerful forcefield 


however. The cannon will 
appear immediately below 
wherever your ship is placed aí 
the time of call-up and will van- 
ish again after firing a shot or if 
you lose a life. 


CRITICISM 


O Although there have been 
several versions of this type of 
game before it is still quite 
addictive as an idea. Sadly this 
program does nothing to ado to 
previous games as it has primi- 
tive block graphics. The force- 
field is just a group of pale blue 
character squares, three thick 
“and about ten long. When you 


near the top is the orcefield. 





| blasts before 
| necessary, but as this adds no | 





Hi It 


shoot at it, a block disappears 
gach time, Nothing like the love- 


ly effect in Cyber Zone. K may 
have been wondertul two years 
ago, but not today. 


O “| coulont get on with this af 
al. An element of playabillty 
appears to have been attemp- 
ted by giving you only 20 laser 
refuelling 15 


risk and does not detract from à 
time limit, it ssems to be point 
loss as an addition to the game. 
Aiso, the motherships blasts 
sometimes destroy you when 
they haven't really louched you. 
Poor graphics and use of col- 
our, and overall a poor game. 


O “The packaging on this game 
is very simple, just a pale card 
with text on it, so no one can 
complain that they were misled 
by the amazing cover. Just as 
well, because what's inside isn't 
really worth bothering with. 


COMMENTS 


Control keys: 1/2!efyright,8= 


call up cannon 7 = fire cannon, 

O = fire laser 

Joystick: none 

Keyboard play: responsive 

Use of colour: poor 

Graphics: fast but small and 

very primitive 

Sound: good 

Skiillevels: 1 

Lives: 4 

Screens: based on an old 

game idea with a few new 

additions that seem to have litile 
int 


| PO 
Originality: poor. 


Use of computer 48% 

Graphics 29% 

Playability 43% 

Getting started 55% 

Addictivequalities 46% 

Value for money 34% | 
| Overall 42% 


The mothership gets in an accurate shot on your laser base. The molh-gaten block 
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KOSMIC KANGA, a multi-streen, amazing, arcade standard original action game. 
dE cond superbly animated graphics and packed full of arcade features. 

Help KANGA find his space ship so he can return home to his planet. 

Leap Eiras buiifidimês trees, clouds etc., pick up bonuses and throw boxing 
gloves at the enemies. 

Keyboard or most joystick, 48K SPECTRUM for most other 

Computers 500. 

Invasion Force AN VM CC OC CAM 
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Available from most good software retailers, 

|f vour local software retailer is out of stock, send 
cheque/P.O. to Micromania, 14 Lower Hill Rd,, 
Epsom, Surrey, KT19 8LT., and we will send vour 
order by first class post free. 


MIGROMANIA 


48K Spectrum plus stack SLR 





48K Spectrum 16K/48K Spectrum 


DEALERS: PHONE MICRODEALER UK 0727 34351 OR MICROMANIA (03727)20152 


*he Dungeon'Builder 


GRAPHIC ADVENTURE SYSTEM 
SPECTRUM 48K 


The Dungeon Builder is a highly sophisticated program enabling 
machine-code graphic adventures to be written quickly and easily, 
even by those who have no programming experience at all, When 
creating your adventure you can choose from 1500 possible 
locations which are visually displayed on an octagonal lattice, The 
program gives you the facility to illustrate your chosen locations if 
you wish, A separate “game-maker program is provided which 


gnables stand-alone games to be made that will run on Spectrums 
without “The Dungeon Builder” being present. 
There are two versions 

1. Cassette (now available). For writing medium-sized 
adventures. 

2. Microdrive (coming soon). This will enable you to write 
really large adventures. 

“The Dungeon Builder” is available from larger branches of 
Boots, Lightning Records and Tapes. and good computer shops. 
You may also order direct from us by sending a cheque, PÔ, or 
your Access number. Access orders may be placed by 'phone. 


Price £9.95 inc. V.AT. ([Cassette) 


Please send “The Dungeon Builder” [Cassette) Cost 


Ê 3.9 
Total 10.45 
Access Number 


Dire 


DREAM SOFTWARE LTD, P.O. Box 64, Basingstoke, Hants. RG21 2LB. Telephone: (0256) 25107 


| | | As many of you will have noticed, in last month's issue we asked you to find 19 words in the 
AP | puzzle below. This was not possible! Due to a serious error during layout, eight lines of the puzzle 
were lost and itwas only possible to find twelve words. We apologise to everyone, readers and 


CDS Microsystems alike. To make up for our error we are running the competition again! This 
time with all the lines! 


ao ele jali EfoTeTeueTeTefoaTo Pee 
au ag BEER 
DRRDDRARRRADARDE A 
NDA uni aloe als fu lojeloja ja lux e|a 


















C.D.S. POOL COMPETITION —- WORD PUZZLE 


Find the 19 words listed below by ringing the letters, up, down or 
diagonally. Then give answers to the two questions. 


SPECTRUM POOL 
























LIW|U|OJA|DI|E| Sisto |U dE É | Ee, MEI] POCKET TABLE 1. Who is the current UK Pool 
ufufololu pia! Mir lote leiety X CUSHION TIP champion? 
BE ISE E | | SMOOTH CHALK 
; Es sHOT FOUL 2. Name 10 CD.S. game 
BAG BALLS tios. 
FRAME RED 
0/0] PIOJL|L(U, ujo 0 /F| slulrjziz| RIN|T]G sadio nraidê 
PNSLPPES ulelp cl lolz|[olu[ajein CUE | 






xelvialrlc o BRBBDE PIRES 


KT P| R| [xx MIB|S|B S/N] [ol E! jalul vi (DIKIL] 
ARC RIE 


qu e ee o O e om 


RL o DR, ns tn a VIE Ee [L : Fill in your name and address 

E ES St cor a PE E A PR E PDR SmeÃo DD DT PARES ar é CS 
LIVIE|L 

OB MEN rece cmrn so coisas rnee Rida nie RESCUE AE EAR 
B| H| B| Sa VD) CESORTCEICEOTO CO S TO ODICEOCLSERESICIESLESEELOCSSSCESECETE LESS SE ORE ECC CICESTOSDEERTECTECRENEICINLO ET! 
ui E] R con GP NRP ad Dri oia RA on do D E ARE pre p POSICOCEO. ..uacesinesseseriso 
PIW|F|E|Z CDS/CRASH Pool Competition, PO Box 10, Ludlow, 
IIN|X|D|BIE Shropshire SY8 1DB. 
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«Mel E uare teca Predios re 
god de Errol La dei dinpir Jeirpria 


A pata PRI correi Curnga af muaiarSE 
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e & di, des ha 


It's the fun game of 
the vear — Trashman. 


From the moment vou sil 
down to play vou ll be thrilled by 
Uhis exciting, original, laugh a 
minute game. 
Your job may look casy to the rest 
of the world, but you know the hazards - 
speeding cars and pavement cyclists can 
both shake vou up, Let's face it cars can 
be fatal. 
But if that isn't enough voulve got the 
other problems of vicious dogs, the after 
effects of overeating in the transport cafe or one 
too many in the boozer, 
Not onhy will vou be gripped by the action 
vol be amazed and amused by the hiah quality 
graphics. 
With seven levels of play featuring three 
attempts to finish the game (a SSUmina vou are not 
run over by a car) [rashman will provide even the 
most experienced games plaver with a Ehrilling 
challenge. 1 or 2 player option, Hall of Fame and 
joystick compatibility” ensure this game has all the 
best arcade features, 
Trashman is available NOW for the 48K 
apectrum. Ask for it today at vour local 
computer store! 


Onlv£5.95 


RAS Ra CN “laico fion 
vo 7» Software 
7 = FREE PÓST. 
Bath BA2 4TD 
Tel: 0225 31 6924. 
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Spectrealm 


Producer: Runesoft 
Memory required: 48K 
Retail price: £6.95 
Language: BASIC 
Author: Jon À. Slack 


The author of this game may be 
Slack, but he obviously allows 
no slouching, for the average 
Spectrian (inhabitants of Spec- 
trealm) have to work very hard 
to stay alive in this strategy 
game. t may be played against 
the computer or à second play- 
er. The object is to survive one 
hundred years as Govemor 0! 
Spectra. From humble in- 
| nings in a land onky 200 miles 
square, a population of 1,000 
and with onty £1,000 in the bank 
and 5,000 sacks of grain, you 
must expand into a mega- 
power. 

This is no dictatorship. Every 
five years the population will go 
to the polls to vote. Elections are 
shown with your votes mount- 
ing up alongside those of your 


rival, How you do at the polis will 
obviously depend on your per- 
formance measured against 
your previous election prom- 
 Ises, 
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Hut CORN 


Elements which aftect the O This is one strategy game 


game include feeding the 


| population, buying capital plant | 


like power stations and factor- 
tes, and all this in tum depends 
on having enough population to 
cope. Factories and so on may 
be bought on the world market, 


| but wars crop up from time to | 


time which not only increase 
your population and land area (if 
vou win), but may add enor- 
mously to your installations at 
lite cost. Produce from agricul- 
tura and factores may be ex- 


ported to make more money ff | 


there is a surplus to require- 
ments, but in the-early stages 
the main preoccupation |s with 
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planting com seed and with the 
weather. A meteorological har- 
vest forecast appears as a bar 
code for each month, showing 
the success of the harvest. 
There are no graphics in the 
game, onhy texi and simple bar 


codes. The rather luxurious 
looking leather 
rounds a comprehensive sheet 
of playing instructions and 
game objectives. 


CRITICISM 


O 'Specirealm is a game that is 
much more fun with two players 
than with one, but | did find it 
extremely addictive when play- 


ing on my own. Ruling my own | 


country gave me quite a good 
sense o satisfaction and 
achievement — something that 
I've rarely found with most other 
strategy games. The game is 
not totally varied, but the oda 
war adds a climax now and then 
and the voling is always exciting 
because it's constantly chang- 
ing. Overall one of the best 
simulations Ive ever played, 
and one of the most addictive. If 
vou like this sort of game you ll 
love Spectrealm — and even if 
vou don't like the sort of game, 
you'll probably enjoy this one.' 





that | could keep playing. | really 
enjoyed it. lt isnt graphically 
very exciting but lhe game just 
seems lo keep growing on me — 
like the com! | am normaily no 
fan of such games — this Is an 
exception. 


O There is no winning limit in 
Specirealm, you just keep 
going until the population throw 
vou out or you wear out! There's 
plenty to contend with but un- 
like, say, Dictator, your options 
once used don't run outon you, 
which makes à a much more 
realistic simulation. There are a 
number of neat iouches — wars 


insert sur | 





are conducted in mail-biting 
terse despatches from the front, 
and elections are even more 
edge ofthe seaií stufl, especially 


when playing in two. On these | 


occasions the player who has 


| been in power for the past five 


years must match his pertorm- 
ance against the (often) rash 
promises of the player attemp- 
ting to become govemer. 30 fl 
can develop into a real power 


struggle. Defintely one of the | 


most  entertaining 


plies to strategy games - 
perhaps this is the firsi such. 


COMMENTS 


Control keys: general input 
Responses: very good 


War ofthe 
Worlds 
Producer: CRL 
Memory required: 48K 


Retail price: E7.95 
Language: machine code 


Author: Nigel Taylor 


Ogilvy the astronomer always 
sounded like a bit of a twit, but at 
least he went down in history by 
coining the famous lines that 
almost became the chant of a 
generation in Jeff Wayne's 
musical adaptation of the H. G. 


| Wells novel War of the Worlds. 


The chances of anything 
coming from Mars are a million 
to one, he said. 

The chances of anything 
coming from Mars are a million 


| toone- but still they come! 


War of the Worlds is de- 
scrbed as a graphics arcade/ 
adventure strategy. In a superfi- 
cial way it resembles Valhalla 
visually, in as much as '“you' are 
animated. The adventure ele- 


rule-a- | 
| Country games yet. Addictive 
| isn't a word that normaliy ap- 





Use of colour: practical 
Graphics: text only 

Sound: limited 

Skill levels: 1 

Features: 1 or? player games 


Originality: in essence a 
standard type of endoga but 
with more interactive elements 
than usual 

General rating: very good and 
worth its higher price 

Use of computer 73% 
Graphics N/A 
Playability 75% 
Getting started BO % 
Addictive qualities 74% 
Value for money 68% 
Overall 74% 





ment comes in that you are 
supposed to move in directions 
when possible, the arcade in 
that you are frequently opposed 
b the Marian fighting 
machines which will blast you to 
death unless you can run from 
them. 

The game starts on Horsell 
Common, Surrey, where the 
still cooling cylinder has landed. 
The top unscrews and a Martian 
fighting machine emerges, fir- 
ing its dealh beam. You are 
given three options — make a 
run for it, hide in the bushes, or | 
stand very still. Hiding is the 
best bet and you will escape. 


| Pressing a key results in your 


finding yourself on a nearb 

road in the company of an artil- 
lery man. You can move via the 
cursor keys and the landscape 
of fields and houses scrolls | 
past. Each screen section ends 
and allows you to walk to the 
edge before cutting to the next 
section. Qccasionaly roads 
lead north or south. Any direc- 
tion may be hazardous if you 
encounter a fighting machine. 
On running away from one you | 
tend io get lost and wander | 





- Qneofthe excellent lille screens in War of the Worlds. 





“with three bottles (unspecified 


| crowds fleging London is not | 
very pleasant and may lead to 


cmi 


around for a while. Companions 
are inevitably tumed to ash by 
Martians if you manage to 
escape from a Martian. 

You are searching for your 
fiance, Carrie, and the object of 


the game is to reach the main | 


jan encampment by visiting 
six specific locations. These 


must be visited in the correct 


sequence and on the correct 
days. pe a result of this, the 
game plays to lts own time 
scale, gs eli on Monday 
morning. tf night falls, you must 
finda house to shelter in or die 
of the cold. Only houses with 
open doors may be entered. 
Food and drink must also be 
discovered, although you start 


contents) and three loaves. 
More boties and loaves are 
dotted around the streeis 
(again, reminiscent of Valhalla). 
Getting caught in the panicking 


vour untimely death by tram- 
ping. Às the game progresses 
the Martian Redweed speads 
its baleful, bloody influence, 
Mamma your strength if you get 
entangied in it, 

The Hobbit held clues which 
were to be gleaned from Tol- 
Ken's book — War of the Worlds 
relies on your knowledge of Jeff 
Wayne's album, and occa- 
sionally musical clues are pro- 
vided. To help you visit the six 
locations correctly, they are fea- 


tured in dr gi intheir correct | 


order in Jeff Wayne's musical 
version of War of the Worlds. 


CRITICISM 


O Looking through the review 
copies for this issue, War of the 
Works stood out due to its 
artistic cover and larger sized 
casseite case. Loading it re- 
vealed a lengthy introduction to 


“War of the Worlds wilh a few 
à instructions included. t looked 


great The second part loaded 
after a long wait, the action 
started — text and a menu selec- 
ton with a time limit. Graphics 
finally appeared on the screen — 
stick men, primitive looking 
houses and poor use of colour, 
Your man moved quite slowly 
for a stick man and the key 


Another Martian fighting machine blasts you into the dreaded setup mode. 











responses were very slow. The 
game liself has too many ran- 
dom features in it and totally 
lacks content. 


O Jeff Waynes musical ver- 
sion was a long-lived album hit 
and with his name firmly 
attached to this computer ver- 
sion with its excellent cover, | 
thought it was really going to be 


something, but sadly it leis the | 


player down all the way along 
the line. The least of the prob- 
lems being lhe Spectrum's if- 
ability to match the strength of 


“the original soundtrack! The 


two-part load is imitating these 
days. and any atmosphere 
which the words from the 
musica! version might have 
conjured up for the player 


long second load is completed 
(this can be got around for 
second time playing by typing in 
LOAD “Le” and playing tape as 
normal). The two title screens 
are really very good so the let 
down when the game graphics 
commence is all the bigger. Ata 
first glance Valhalla comes to 
mind, but the detail and anima- 
tion of these stick figures Is quite 
primitive and the backgrounds 
aren't as good either. As to the 
game itself, is wandering Up 
and down endless roads al 
identical except for a caption 
below the playing area inform- 
ing you of where you are, very 
much fun? The timil of en- 
countering a Martian fighting 
machine is dulled by their abso- 
lute similarity and the arcade 
effect ruined by the inevitability 
of having to avoid them with 


“incredibly slow, jerky move- 


ments that take no accouni of a 
pla qo skill. Very saoly, a tola! 
failure in my estimation.' 


O Any sympathy | had with 


War of the Worlds evaporated | 


after being killed a few times 
and having to wade through a 
key press, read the summary of 
failure, key press, slow tune 
over title, key press, jolly whiz- 
zing things, repeat setting up 
phrases about the cylinder land- 
ing and reselect to hide in the 
bushes. Should you miss your 
cue at this point it all happens 
over again. | timed it this whole 
pr jure from the moment of 


pure player are | 
well and truly lost by the time the 

















dealh takes 1 minute and 23 
seconds. After an estimated 
seven deaths within the first 
hour, this means | spent almost 
ten minutes solidly watching the 
repeat routine. The game itself 
does play like an adventure — 
vou can forget the arcade bit — 
but it really revolves around 
walking along streets, picking 
up bottles of wine and loaves of 
bread, finding a house for the 
“night, and staying clear of Mar- 
tians and panicking crowds. 
Since you have no control over 
these random elements there is 
little if any strategy involved 
either. | really had expected 
much, much more. 


COMMENTS 


Control keys: cursors 
Joystick: Protek, AGF 
Keyboard play: poor 

Use of colour: very good title 
screens, limited during play 

| Graphics: ditto 

Sound: generally poor in game 
without Currah, reasonabie 


tunes 

Skilllevels: 1 

Features: Currah Microspeech 
compatible 

Originality: based on a novel 
idea but the implementation 
spoils any effect 

General rating: below average 
and, atits price, poor value for 
money. 


Use of computer 45% 


Graphics 53% 
Playability 38% 
Getting started 59% 
Addictive qualities 37% 
Value for money 42% 
Overall 46% | 


[————————e————e—— 


United 

Producer: C.C.5. 
Memory required: 48K 
Retail price: £6.00 
Language: BASIC 
Author: T. Mendham & A. 
Parr 


There are now a number of 
football management simula- 
tions around of which the most 
famous is undoubtedly Addic- 
tive's Football Manager, a con- 
sistent and long-lived chart top- 
per. €.C.5. have always been 
noted for their strategy and 
management games — can they 
beat Addictive? The game is 
played in a somewhat different 


manner, although the ultimate | 





objective is much the same - 
take your: Fourth Division team 
to the top to win the League 
Champhionship. 

Once loaded, the program 
ofiers a choice of buying, sell- 
ing, renaming and training play- 
ers, choosing a team,.a disci- 
plinary status, list of fixiures, 
display League table, scouting 


| and a save facility, You start 
| with no players and £6,500,000 


to spend. A table of 20 available 
players is called up which num- 
bers them, tells you whether 
they are young, prime, malure 
or old, whether they are goal- 
keepers, sweepers, defenders, 
midield or forwmards. Each is 
shown with a strength rating 
depending on their level of skill, 
and then their price. Appren- 


first four games at a level of O 
beiore becoming classed as 
young players with a level of 2, 
Morally speaking, your 
selected team is all clean at the 
start, that is, they havent been 
disciplined. Before a match, you 
may decide how hard you want 
them to play from O (Clean) to 
10 (Dirty). The harder the 
selected level the better your 
team's chances are, but'you run 
the risk of penalisation and even 


| a player being suspended. 


To prevent  unhalancea 


| teams the total strength rating of 


any group within the team, le. 
Goalie plus sweeper, defence, 
midfietd, forwards, must not ex- 
ceed three times the strength of 


| any other. 


Having selected a team, de- 
cided on how dirty they are to 
play, and in which of your team 
vou wish your allocated advan- 


r STRATEGY GAMES 
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| tices cost nothing and play their | 
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"“tage strengths to be stressed, 
the maich as selected in the 
fixtures may be played. In Un- 
ited, the graphics representa- 
ton is seen from the top and the 
match mechanism is such that 
shots are shown; the object of 
selecting your team carefully is 
lo ensure that you get the max- 
imum number of shots, each of 
which is “tested! against the 
opposing team. Shots are won 


stronger than its com- 
plementary area in the opposi- 
ton. Each shot is tested first 
against the sweeper (if there is 
one). Any shots that get past 
him will then be tested against 
the goalkeeper. These edited 
highlights may be watched in 
full with each best minute 
taking approximately 4 seconds 
on screen, or il may be skipped 
over io the resul by pressing 
CAPS SHIFT and S together. 
As each week goes by you 
receive value points, and the 
more successful you are the 
more VPs you win. You need 
these to raise cash and to be 
able to train members of your 
team, thus raising their strength 
status, or to go scouting, which 
| Will give you valuable insights 
into other teams” strengths and 
composition. 


CRITICISM 


O | would have to say at the 
star that | am fan of neither 
football nor football strategy 
games, and consquenthy found 
United a rather daunting pros- 
pect. | also found the allocation 
of hard play and advantage 
strengths a bit difficult to under- 
stand. Neither are all that well 
described in the otherwise ex- 
celent instructions on the iniay. 
However, having mastered tha! 
to some degree, the game be- 
gan to tum out pleasant, and 
evertually even fun, With in- 
creasng numbers of value 
points it was possible to do 
more things and some of the 
built-in strategical elements be- 
gan to come into play, extend- 
ing the enjoyment, The match 





graphics are not stunning but | 


nevertheless the tension 






HOW THE RATINGS WORK 


| | Under 30%, 
| FE 
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when an area of your team is | 


“the program which do take time 


| Graphics: mainly text, match 


' play Postal United, address and 






meunts with the minutes ficking 
away. 


O This football simulation can 
be summed up by saying that 
lhe strategies etc. ate beiter 
than Football Manager and 
much more involved. But the 
actual working and graphics are 
worse. So choice is a maiter of 
opinion. The game is po slow 
(as is the actual match). - 
aily | preferred Football Mana- 
ger, but its close enough for 
opinions to vary.' 


COMMENTS 


Control keys: general input 
Responses: generally good to 
input although there are parts of 


Use of colour: not much but 
sensible 


highlights very simple 

Sound: restricted to entry 
beeps in the main 

Skill levels: 1 

Features: via one of the 
program authors itis possible to 


details on the inlay 
General rating: above average 
on strategies, poorer on the 


| graphics but overall an 


enjoyable simulation. 
Use of computer 60% 





Graphics 30% 
Playability 49% 
Getting started 67% 
Addictive qualities 53% 
Value for money 60% 
Overall 53% 
*Wiadidades pe 
Pit-Stop 

Producer: Avalon 


Memory required: 48K 
Retail price: 

Language: machine code 
Author: M. L. Knights 


Pit-Stop is a new version of a 
very old and standard racing 


* game, the sori of concentric grid 


game where you must drive 
around four lanes connected at 
the main compass points, 
avoiding chasing vehicles 
which travel in the opposite 
direction. 

The object is to leave the 
central pit area and collect the 
four tools lying in the far cor- 
ners, one at a time, and retum 
them safely to the pit. There are 
two chasers, one running in the 
Outer two langs and one running 
in the inner two. They onhy 


“egg 


a 





change lanes aí the top or bot- 
tom. Yourcar may change two 
lanes at once. Points are scored 
for collecting tools and for drop- 
| Ping them. There is a time limit 


will be replenished if you get all 
four tools back. 


CRITICISM 


O This type of game is very old 
and out of date — no matter how 
many frills are added, the game 
is still boring. Collecting tools is 
a novel idea but no difterent to 
eating the more usual dois. 
' Chaser cars always tend to get 
in the way (although that's ihe 
central idea of course) and 
make nt difficult to play, The 
trouble with the basic idea be- 
hind this sort of game is that luck 
plays the bigger part. If you 
crash ten a stupid remark 
appears in the centre of the 
screen. Colour is not really well 
used because the cars don't 
show up at all when playing 
from a distance. A poor, old and 
unaddictive game. 


O This is a fast type game at 
| which some people undoubteo- 

ly get good, but can you be 
bolhered? The programmer 
has chosen to have four direc- 
tionallane change control which 
is very contusing instead ofhav- 


E Cri BY 
ad 





lhe game is out-gateo, the 
sound track is positively ante- 
diluvian with that dread Death 
March tune when you lose a 
game. The explosion is quite 
effective, but overall the 
graphics are small one 
character-sized, and boring to 
look al, with poor use of Fr. 
A wasie of money. ' 


imposed by fuel supply, which | 


Itmighibe bestto stay inthe pitin Pit-Slop. 


O There's always a good argu- 
ment for bringing out new ver- 
sions of old favourites, because 
newcomers get a chance to see 


them and usually with i 


routines for better graphics. Un- 
fortunately this game does not 
stand up, neither in the graphics 
department, nor the fact that | 
doubt it was ever an old 
favourite really. It's the sort of 
ame which has hard to control 
ealures and totally lacks either 
coment or real playing appeal 
like, say, 'Asteroids. Not re- 
ended by me anyway." 


comm 


COMMENTS 


Control keys: 1/2 change lane 
0/0 ch ge lane up/ 
ected tools 


lefy'right, 

down, Dto drop 

Joystick: none 
| d play: sensible 


controls, but two for direction 


would have been better, 
responsive 


Use of colour: below average 
Graphics: small, rather jerky, 


reasonable explosions 


Sound: continuous, fairly good 


but repetitive 
Skilllevels: 1 
Lives: 3 








ing a simple 'in'or out control | R 





É Originality: some new frills on | 
| anold, old game 
General rating: poor to fair of 
its type, generally poor. [ 
Use of computer 91% | | 
Graphics 52% 
Playability 46% | 
Getting started 58% 
Addictive qualities 43% 
Value for money 38% | | 
Overall 48% 
| 
| 
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Play the game right... 


With the Intelligent Joystick Interface 
from Cambridge Computing! 
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Use your skill and judgement 
and play like the professionals... 


| atrul yY amazing version of 
the game of POOL... 
Spectrum I6K/48K 


£5-95 


Reaper Pest 
/S/IPÍTE IC Mia 
p= ESMENãO SvsFferme q 


Available direct from CDS Micro Systems (Trade enquiries welcome) 
Send Cheque or RO. To CDS Dept. 10, Westfield Close, Tickhill, Doncaster DNII 9LA. Tel: (0302) 744129. 
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maze game where you gather up blocks of gold, at the same 
time pitung your wits against vicious vampire bats whose 
onty purpose in life isto locate, hunt and kill you. 

4 levels of skill. At each level the game gets faster and 
more complicated, and the vampires more dangerous, 
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co NQOU EST astactical game which even veterar 
players will find both challenging and rewarding, 

Mediterranean Europe is divided into gnd squares. Your 
am, as Emperor, isto gain |00 squares ofterntory as quickly as 
possible at the same time -dealing with Barbarian counter- 
attacks, plagues, civil war and rival Emperors. 

5 levels of skill, plus a continuous Conquest game where 
alithe difficulty levels are thrown In together. 


E THE REST IS KIDS STUFE 
| Are you ready for CheetahSoft! So don't play unless you're ready 
There's only one way to find out. to play the game for real. Because you || 


But be warned: these vampire bats know find there's one sure thing about 
|| a good meal when they see one. And our CheetahSoft: Soft we re not. 


friend with the 
scythe has had years 
ofexperience... 


£6.95 at all 
good stores. 
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Hyperblaster 


Producer: Lothlorien 
Memory required: 48K 
Retail price: E5.95 
Language: machine code 
and Basic 
| Author: Matthew Rhodes 
] 


In the midst of a summer con- | 


cemed with the depradations of 
software piracy, slump and the 
manic drive towards originality 
often at the expense of playabil- 
| fly, Hyperbiaster comes as a 
| Welcome retum to the days of 
games infancy. There's nothing 
all that onginal in the concept of 
this Asteroids' type game, but it 
is certainly a modem one rather 
lhan suffering with yesterday's 
graphics as so many 'throw- 


backs' seem to. The cassette | 


cover even has one of those 
old fashioned' scenarios that 
“bring tears of nostalgia to your 
eyes for the good old days of a 
vear ago! 






Youre out in space testing | 


the newly developed G.P4U, 
when a Dbunch of unpleasant 
Deltanoids jump your ship. 
Hisking all, and despite de- 
mands for your return to base 
from control, you decide to push 
the ship to the edge of its con- 
ceived capabilities, and engage 


the unarmed Deltanoids. That's | 


when you realise that there are 
more waiting beyond the range 
o! your sensors — thousands 
more... 

In respect of the newiy de- 
veloped G.P.4,U, the graphics 
are standard and would be rec- 

 Ognised by any 'Asteroids' fan 
as a good old laser blasting 
triangle fitted with rotational 
controls and forward thrust; and 
possessing the ability to hypers- 
pace — or hyperblast as Lothlo- 
nen refer to it. But the Delta- 
noids are a different matter. 
They may be unarmed and 
easily deal! with in screen one, 
but they are guided by inielli- 
gênce, each wave getting 
worse — and there are seven 
teen waves to survive. 


| CRITICISM 


O This is an 'Asteroids' deriva- 
Ive, Unlike “Asteroids', the ob- 
jects don't split up into smaller 
iragments when hit, but on later 
levels you have to hit them 
several times before they are 
desiroyed. The thrust on your 
| Ship is a good one with some 
 ingnia as on the original arcade 
version. Overall, not a super- 
Original game, but a pleasant 
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its type in Hyperblaster, 


surprise and something to keep. 


Asteroid' fans happy. Can't say 
that there was a really good 
Asters for the Spectrum before.' 


O | was a bit woried when | 
realised this was a sort of 
Asteroids' game. Having been 
an avid fan of the original and 
pla! for hours on the Atari 
VCS version, | have always 
been disappointed in the many 
opectrum versions. However. 
Hyperbiaster really works! Your 
ship is nothing very special 
although it is larger than most 
rival versions which gives a bet- 
ter sense of position, and the 
lhrust works well. But the aster- 
oids are very good. Spinning 
planetoids, fast spinning coins, 
flying crinkle-cut chips and so 
on. Lois of variation, all detailed 
and nice graphics all fast and 
smooth moving. Also, ihese 
asteroids are intelligent, more 
So às you go on. Towards the 
endofeach wave they really get 
Vicious and must be hit several 
times. Perhaps the rate of fire 
could have been silighily better 
to cope wilh them. ! enjoyed this 
game a iot and recommend itto 
anyone wanting a simple, good 
Shoot em up. 


O The hyperspace facility is 
the best I've seen. When you 
press lhe key your ship 


| vanishes and a large, brightly 
| Coloured square ring forms on 


the screen, then zooms in to the 
new position where vou reap- 
pear. This stops all that 'where- 
ve | gone to' confusion usually 
associated with hyperspacing in 
this sort of game. The intelli- 
gence of the asteroids and the 
different characteristics of each 
wave makes for a very addictive 
game in the tradition of old 
shoot em ups. Definitely one to 
get. 


COMMENTS 


Control keys: 1/2 rotate lefl/ 
nght, 6 for thrust, 7 for fire, 
botiom row to hyperblast 
Joystick: none, but the keys 
are simple 

Keyboard play: responsive, 
with good positions 

Use of colour: average, but 
well used 


| Overall 


Dar 
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Varied and intelligent asteroids make tor one of lhe best Spectrum shoot em ups of 


Graphics: fairhy large. detailed 
and smooth moving, good 
explosions 

Sound: above average 

Skill levels: 3 speeds 

Lives: 3 

ocreens: 17 sheets 
Features: 1 or2-player games 
Originality: obviously not 
original, butone of the best 


implémentations 

General rating: good to very 

good, addictive. 

Use of computer 80% 

Graphics 64% 

Playability TOS 

Getting started 78% 

Addictive qualities 74% 

Value for money 69% 
TS 





Producer: Automata UK 
Memory required: 48K 
Retail price: £5.00 
Language: machine code 
Author: Guy J. Brown 


There have already been sever- 
al versións of Darts for the com- 
puter and while one may well 
wonder why on earth anvone 
should want to translate the 
noble game to the TV screen in 
the first place, one certainly 
marvels at the dottiness ol 
doing it for the third or fourth 
time — until you realise who the 
perpeirator is! As it says on the 
inlay, what distinguishes this 








game from any of its less worthy 
predecessors is that, “skill, luck 
and overweight drunken siobs 
all play their vital part. So get 
yourself a pint of pina colada 


| and a packet of liver 'n' straw- 


berry crisps and prepare to play 
Dartz. É 

The game may be played by | 
one or two players with options | 
on a 301 or 501 game. The leit | 
side of the screen shows the | 
darts board with a flying cursor. | 
The cursor may be stopped by | 
he player to land in whatever 
seqment is desired. If the dart 
doesn't miss or bounce off the 
board the screen cuts to a close | 
up with a flying cursor moving | 
from the bull to the edge repe- 
atedly. Again, pressing the stop 
Key will select the scoring band 


of the board, ie. bull, outer bull, 


double, trebble or single. Any | 
game, as proper, should end 


with a double. 


At this point, any resembl- 
ance to any other computer | 
darts game ends. On the night a 
scoreboard keeps account of | 
each players score; points left 
to get, sets and legs won — and 
alcohol intake! With each dart 
thrown the player consumes 4 
miligrams of alcohol = or alcol 
as it says on the board. Below 
the scoreboard is a graphics 
representation of Eric (thais 
You), a table supporting a pint 


behind, and the board in front. | 


| fans who buy you drinks and so 


After each throw there is an 
action replay to show you how it 
went. 

Adding to the hilarty are va- 
nous random elements such as 


push up the “alcol' level in your | 
blood, plus an increasing 
tendency to miss the board as 
you gel progressively more 
drunk. The screen informs you 


| from time to time of your condi- 


| 





ton, starting with gigaly, 
through legless to paralytic. Af- | 
ter that, things get really bad! | 
Uniess you are exceptionalhy 

lucky, alcohol poisoning is likely 
to kill you long before you win. 
Watch out for loud noises from 
the crowd — they have nasty 
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effects. And there is the 
“obligatory free hit single on the 


flip side of the cassette sung by | 


Eric and the Arras. 
CRITICISM 


O | found Dartz wouldn't load 
at first because the basicloader 
was in fact wrong. After rewnt- 
ing it, it loaded first time. After 
about 5 minutes | began to wish 
it hadn't. The game |5 some- 


what unplayable and not very | 


addictive. The level of skill re- 
quired to play is not very high at 

| all. | didn't enjoy this one much. 
The usual 'classy piece of 
'musiç” on the cassette's B side 

“is up to its usual low standard 
with lyrics like... | missed the 
board and hit the lavatory 
door... which just about sums 
up this game. 


O lts hard to make a criticism 
about Dartz. It's definitely a lotof 
fun, its almost certainly not a 
ane not a real one anyway. 
The graphics are first rate, witf 
loads of detail for Eric. The 
incidents are accurately re- 
flected, even to the floor col- 
lapsing under him through over- 
weight and too much drink. The 
darts game itself would be quite 
good, except that the random 
elements start to make. it all 
quite irrelevant after a while. 
Great fun, probably wornh 
buying for its oddity value, but 
certainly not adaictive. 











O 'Dartz is not really a game, 
more a drunken simulation of a 
night out at the pub, Starting out 


Bossman 
Producer: Avalon Software 


"Memory required: 48K 
Retail price: 
Language: BASIC 


Bossmaniis a graphical strategy 
simulation where you run your 
own factory and try to make a 
million. New software house, 
Avalon, are venturing into the 
realm which C.C.S. have made 
very much their own until re- 
centhy. 

Your factory manufactures 
Robovacs and, as the owner, 
vou presumably know what 
those are since the producers 
don't tell you — robotic vacuum 
cleaners no doubt. The kinds of 
problems you will encounter in- 
clude the hiring of a workforce 


threats, deciding how many 
52 CRASH August 1984 








| making wage d 


(and the firing of it), coping with | 
wage demands, illness, strike | 


the game is quite fun to play | 


with a few random elements 
adding a bit of variety to the 
game. After a while these ran- 


dom elements totally take over | 


the game as your aleoho! con- 
tent rises. It's the first game Ive 
played for a long while that 
doesn't require 14 fingers to 
control, just one will do — even 
your toe will do! For a company 
normally noted for their sober- 
ness, a real hiccup of a game! 


COMMENTS 


Control keys: any key 
Joystick: hic! 


Keyboard play: responsive to 

start, increasingly erratic 

Use of colour: good 

Graphics: animation good in 

action replay, nice texl 

characters 

Sound: good where 

appropriate 

Skill levels: starts out with 1 

and a worse 

Originality: an original concept 

based on a relatively common 

simulation 

General rating: a worthy piece 

of nonsense that isn tquite à 
“game and will no doubt meet 

mixed reactions. 

Use of computer 75% 

Graphics 59% 

Playability 51% 

Getting started 68% 


Addictive qualities 
Value for money 
Overall 


28% 
34% 
53% 


Robovacs to build and paying 
your stock costs and income 
tax. As usual with this type of 
game, there are various ran- 
dom disasters lhat tend to crop 
up such as Flu and flash floods. 
You can also increase the retail 
price of your product to take into 


account inflaton and rising. 


wages. 
The game commences with a 
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fixed factory repon, to which 
you retum after each round for 
an update on lhe status. This 
starts E off with an amount of 
capital (not much), Robovacs in 
store (none), present cost of 
manufacture per unit, total num- 
ber of workiorce, weekly wage, 
total weekly wage bill, max- 
imum output per person, and 
total output possible per week. 
Your first task is to decide how 
many more people you can 
afford or want to employ, Next 
you must decide how many 
Robovacs to make in week one. 
You are then told how many 
were made, the target figure 
suffering because ol absences 
through ilness or adverse 
travelling conditions, or perhaps 
stock delays or machine fai- 
lures. Having established the 
actual total made, the computer 


informs of how many were sold 
and updates the status repon. 
When this is complete you are 
shown the wage bill and income 
tax amount, and finally whether 
you made a profit or a loss. 

The game is accompanied by 
graphics throughout, about six 
different pictures from the ex- 
tenor of the factory unit to the 
sales office with its optimistic 
graph in the background, night 
through to the wn Court 
where you are bankrupted! 


CRITICISM 


O 'Bossman, because ofits col- 
ourful graphics, is a quite lively 
industrial simulation. But | sus- 
pect the graphics have eaten up 


Neat, clean and ideal surroundings for etectronics workers don't stop them 


emands. 
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SO PRN ROBOVBCS DO 
TO MAKE THIS VEERT 
An idyltic setting for making Robovacs - and money if you can... 


with the result that the simula- 
ton is rather simple. There 


duction: 


teracted the usual irritation of 


| colour to the game and there is 
good use of sound to enliven | 
then sells your stock for you, ru 


“are a little siow. Overall, not the 


O To be really enjoyable to 
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some valuable program space 


could have been more made of 
buying stocks of raw materials 
and relating this to overall pro- 
also perhaps more 
made of the selling side. This 
would have lifted the skill factor 
in playing the game and Coun- 


those random elements like 
high winds flattening your fae- 
tory or your workforce going on 
a go-slow for no apparent 
reason. Neveriheless, Boss- 
ln provides a few hours of 
TUA. 


O This is one game where | 
can guarantee you won t make 
a profit! Graplics add a bit of 


the proceedings. The main 
problem to pla dá ae 
that it is too olficu ultto expand as 
the possible profits keep geting 
eaten up by adverse happen- 
ings. | discovered a way of 
getting round wage rise de- 

nands. Refuse the Union's de- 
mand — say 4% — and then offer 
them 10%. The computer then 
reports that the Unions are hap- 
py to accept your offer of 0%! 
Now thats what | call harmo- 
nious working! Thé responses 


best | have seen of this lype of 
game. 


play, this type of strategy/ 
simulation game needs to 
real life as much as possible, 
but Bossman suffers too much 
from the random disaster ele- 
ment to be compelling or addic- 
tive, | gleaned all the enjoyment 
| thought | was likely to get from 
it within three-quarters of an 
hour. The graphics make a nice 
change to the usual, althougr 
the claim to 3D only refers to th 
way they are drawn, and they 
are quite static. 


COMMENTS 


Control keys: numerics and 
ENTER all screen-prompted 
Graphics: nicely detailed 


| Colour: wellused 





— 








Sound: lively beeps and 
whistles 


Skill levels: 1 
Originality: typical of its kind 
General rating: fair to average, 


providing onhy below average 
opportunities for skill. Probably 
agood starter for younger 

| children, 
Use of computer 45% 
Graphics 55% 
Playability 53% 
Getting started 59% 
Addictive qualíties 30% 
Value for money 38% 
Overall 44% 





New Venture 


Producer: Falcon 

Memory required: 48K 
Retail price: 

Language: machine code 
Author: David Holden 


New Venture will probably be a 
useful guide to setting up your 
own trading business, as it's all 
about making money out of 
being a shop keeper — a unique- 
hy British thing, we're told. Fal- 
con is a new company and this 
5 their first game. It comes as 
instructions on one side of the 
cassetie and a loader routine for 
the game which is on the other 
side. 5 worth looking through 
the instructions first, which are 
detailed without being contus- 
ing and contain many useful 
hints on the. parameters by 
which your performance will be 
measured, as well as some ex- 
planation on the random ele- 
| ments in the process of shop 
keeping both for real and in the 
game. None of these instruc- 
tions is so complex that a printer 
5 essential for play, although 
dunng the game a printer 
makes life easier. 

You dj ai a fairly 
merous £25,000 (a 
achas) First task is pu 
| the site and type of shop. Up for 

are four types: a small 
ontage local village shop cost- 
ing £15,000 freehold; a double 
frontage local village shop cost- 
ing £22,000 freehold; a medium 
sized town central shop costing 
£10,00 per annum rent; and a 
large store in the shopping pre- 
emct costing £20,000 per 
annum rent. You must sort out 
which you would like, since they 
each have their obvious advan- 
tages and disadvantages. In 
order, they each have a rising 
potential in tumover. 





When this is selected you 
must pick what to trade in — 
clothes, Dly/Hardware, Sports 


gear, Groceries, Newsagenis 
orashoe shop. Again, each has 
characteristics, some being 


more dependent on seasonal 
changes than others. When this 
Is done you are informed of the 
rent'sale price, solicitors fees 
and costs or repairs. Together 
these will probably take you 
over the £25,000 you have, but 
the friendly bank manager is 
there to help. 

Now you may elect to com- 
mence trading (not much good 
without stock of course). place 
advertisements in the local free 
sheet, local daily, local radio, or 


have posters delivered locally, 
visit your bank manager (as 
mentioned!) check your bank 
statement (not good at the 
start!), check your update stock, 
take out insurance or quit. At the 
bank you can apply for a loan, 
exiend one, repay it or shoot 
yourself. Checking stock will re- 


veal zero, so it's time to buy — a 


graph shows how much you are 


purchasing and in what categ- | 


ory. There are six to select from 
labelled A to F, some seasonal, 
some 


“new line”. 


Having stocked up, and | 


advertised if you can afiord it, 
you start trading. Again the 


ph reappears and shows | 


gra 

sales in each category. This is 
followed by the monthly figures 
status, showing how much 


money was made selling each | 


category, the percentage of 

htm stock sold and the 
total takings. A total stock sold 
figure is given and the total 


takings. À keypress then re-| 


veals your balance sheet for the 
month and will include the vari- 
able costs like wages, house- 
keeping, gas, electricity etc., 


with a total profitloss figure. | 


They say we're a Nation o! ehopisences- bui how good ara you? 


good all round sellers 
(you start off in January), anda | 





This is followed by the bank 
stalement and also shows the 
amount ouistanding on your 
loan from the bank. You are 
now ready to repeat the process 
for the next month. 

From time to time people 
Keep coming up and asking you 


whether you would like to buy 


something from them, always 
luxury goods of some sort. You 
score points the more of these 
tems you can afford, and they 
are tax deductable from the 
business, 50 it's worth it if you 
can. The overall objective ofthe 
game is to become rich enough 
to buy the fabulous Falemobile. 
There are a number of random 
elements and variables which 






include wage demands, the tax- 
man, Vatman, accountancy 
problems, insurance and 
associated risks to stock and 
property, and inflation. 


CRITICISM 


O New Venture is fairiy soph- 
isticated as these strategy fi- 
nance games go and allows for 
an absorbing game. The prog- 
ram is very usertfrendiy, 
prompting at each stage and 
mostly accepting input at a key 
press. lt isnt in any sense 
flashy' but it does seem to be 
pretty comprehensive and de- 
mands a lot of common sense 
from the player. tis also merci- 
fully free of the more usual 
random element disasters that 
ultimately lower the addictive 
qualíties of such games. | thor- 
oughiy enjoyed playing it. 


O Having a variety of shop 
ivpes as well as commodities In 
which to trade is a good idea, 
since it gives more playability to 
the eo If you do well in a 
small village shop, you can then 


try your hand at a larger town | 


one, where there are many 
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more headaches like ralty staff 
and insurance problems. This 
sort of game can take a 

wie to play if you're at 
managing a shop, and ifyou like 
siralegy games of this nature, 
then this is a good one for you.' 


O The program allows for print- 
outs at most stages, which is 
useful because many times you 
have to make decisions about 
the categories of stocks you 
have, like whether to have a 
sale, and as they are only label- 
led with letters it is easy to forget 
quite what it is you're deciding 
on. The printouts also form a 
permanent record of your prog- 
ress and allow you to see pat- 
terms emerging as one year 
flows into another. | thought 
New Venture was a realistic 
simulation, at least as realistic 
as possible on a small compu- 
ter, and certainly better than 
many other similar games | 
have seen recently. 


COMMENTS 


Control keys: mostiy single 

input | 

Responses: reasonable to 

very quick 

Colour: sensibly used 

sn textonhy with clear 
: 


codes 
Sound: very little, but useful 
entry beeps, nice tune 
Skill levels: variable 
depending on shop and stock 
Originality: firstofits kind given 
thatthe financial strategy game 
isn'tnew, but the nature ofthis 
scenario is 


| General rating: very good 
Use of computer 73% 
Graphics N/A 
Playability 79% 
Getting started 83% 
Addictive qualities 78% 
Value for money 78% 
Overall 78% 












HOW THE RATINGS WORK 


Under 30% amasdeoltime 
S1-40% generally poor, bul may appeal 
tosome 


41-505% average 

51-55% reasonabde if ype ol cisma 
entoped 

56-60" quad or most counts 


Bi-70% generaly recomende] 

| T1-BO'G hughy recormererneheei 
B1-80% hiscghi of the British Empare 
Above 90% ucrcis fraud 


CRASH August 1984 


53 














CG KEY WINN 






The CRASH offices reeled under the weight of postal tubes and 
envelopes as entries for our Atic Atac map competition poured in! 
It soon became clear that it wasn't going to be an easy decision to 


make. 


We asked you to give as much detail as you could sensibly fit in 
and how you did it was up to you. Clearly, this was a competition 
which required playing skill, but more importantiy organisational 
and artistic abilities as well. The standard of so many entries was 


remarkably high. 





The judging room, brimiul wilh entries. 


their favounte, then two and 


The judging took place in a 
large office room at the new 
CRASH HQ in Ludlow, were 
the maps were laid out on the 
floor for inspection, covering 
all the available area. After 
an hour's hard work a short 
list of 30 entries was made. 
Five judges were involved, 
Editor Roger Kean, Art Edi- 
tor Oliver Frey, Designer 
David Western and two of 
our reviewers Matthew 
Uffindell and Chris Passey. 

Eventually the field was 
narrowed to three and the 
choice seemed almost im- 
possible, each had their own 
merits. So a ballot was taken, 
with each judge secretly 
awarding points — three to 
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finally one point. And so the 
decision was made and the 
winner of THE ULTIMATE 
PRIZE chosen! 


PR E ado SE MARE 3 
ACG KEY WINNER 


The winner of the golden key 
of ACG is Malcolm Berry of 
Ravyleigh, Essex. 

Malcolm presented his 
map in book style — favoured 
by many entrants — with a 
colourtul rendition of the Atic 
Atac cover. |t included a de- 
tailed key to the map, ob- 
jects, monsters and secret 
passages. 
rrEA AA d+ + 
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RUNNERS UP 

The two runners up with 
whom the final battle was 
fought were entries from 
Stuart Spalding of Rox- 
burgh, Scotland and a trio of 
cartographers from Corby, 
Northants being: Alan 
Mears (artist), Stuart Mears 
(explorer) and Stephen 
Black (ideas). The Corby trio 
also presented their entry in 
bound book form, and very 
elaborately too, The judges 
felt that their maps were 
overall the most colouriul, 
but Malcolm Berry's rendition 
was slightly easier to follow. 
Stuart s entry was on several 
sheets and was felt to be 
among the best drawn and 
looking maps of all with a 
detailed key and some very 
neatly designed special text, 
but suffered slightly in com- 
parison with the others in 
lacking a finished form. Truth 
to tell, there wasn't a lot De- 
tween them, andit's a shame 
there aren't three keys to 
give away, but that would 
spoil the uniqueness of this 
very special prize! But as a 
special consolation the 
runner-up entries will be pre- 
sented with a copy of Ulti- 
mate's next game Under- 
world, as soon as its avail- 
able. 


As the standard was so high 
overall, there were several 
entres which certainly de- 
serve an honourable mern- 
tion. 


Senior Aircraftman Neil 
Robert Foster, serving with 








the RAF in Germany sent in 
a single sheet containing all 
the levels and a key, very 
neatiy executed and clear. 
G. E. Brown entered a set of 
architectural plans with every 
conceivable detail presented 
just as they would be if the 
castle were really to be built. 
And P. D. Coules sent in the 
most professionally finished 
work of the lot. 


So congratulations to Mal- 
colm Berry, who will be 
receiving his golden key of 
ACG very soon. And 
thanks to everyone who 
took so much trouble to 
take part. 
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SOFTWARE 


We re sorry you've had to wait so long for our first new 
release of 1984 but your patience will be well rewarded. 
From Bob Hamilton, author of “The Pyramid” and 
Doomsday Castle” we present BEAKY AND THE 
EGGSNATCHERS and introduce Beaky. our new 
star Of the video-game screen. 
(Ziggy is having a well earmed rest) 
Beaky belongs to | | 
the family of 
Andromedan Armed 
Condors, the rare 
goggled variety. 


“The numbers of his species 

are dwindling fast because of their as 
rather foolish choice of breeding daaia: A 

ground, on the planet of Crackit. à 

This unfortunately happens to 

be the home of a particularly | for 

evil band of creatures known gussunçes Deo em piigiados 48K 
collectively as the j cal VA | | jogo | 
Eggsnatchers. Their sole ea | Commodore 64 | 


malicious intentinlife wa Gases E 
Is to extinctify BeakyS , ard the 
species by stealing | AN PA VP. 


or destroying the 
eggs by any foul | 
means available. see 


Your objective is to try and brood, hatch out and rear as many little Beakys as 
possible through 12 different screens of formidable but delightful arcade action. 
FANTASY SOFTWARE is available from W.H.SMITHS, JOHN MENZIES, BOOTS, WOOLWORTHS, 
LASKYS, GREENS, RUMBELLOWS, SPECTRUM GROUP and all other good software retallers. 
Beaky and the Eggsnatchers is available for 48K Spectrum and Commodore 64 at £6.50 on cassette 
or on disk for the Commodore 64 at £9,50 from 
FANTASY SOFTWARE, FALUCONBERG LODGE, 274 ST GEORGES ROAD, CHELTENHAM, GLOS GL50 3DT 
despatched by retum first class post together with free membership of the Fantasy Micro Club. 
Trade Enquiries welcome — telephone 0242-583641. 












Programmable 
Joystick Interface for 
the Spectrum 


£19.9b 


incl, VAT and P & P 






QUICKSHOT 2+2 JOYSTICK 


modified to inçorporate £13 95 
2 independent fire actions de Ends 


and no rapid fire option incl. VAT and P & P 


FLIGHTLINK JOYSTICK & 
with 2 independent £10 X 50 


fire actions 


CURRAH JUSPEECH UNIT £90 OR 


fits into COMCON extension slot 


incl, VAT and P & P 


incl, VAT and P & P 






Item — Memprice | Total £ | 
qu Es 


Comecon Interface 2 £13,95 





Flightlink Joystick “8 £10,50 
Quickshot 242 Joystick e £13.95 
Comcon + Quickshot 2+2 031.90 
| Comcon + Flighttink o ara 


es cora pet uni e com | 


| enclose a cheque/postal order mada payvable to FREL LTD far: 


Mr/Mrs/Miss . DM A Ia ta 2 a as PN PRE: 


Send to: 









: 
| 


FREL LTD Hockeys Mill, Temeside, 
| | a  Ludiow, Shropshire SY81PD À 





Simple and fast programming: 
Plug the six function connectõrs 
into the required Spectrum key 

positions — Ready! 














Tuvo independent fire actions: 
Photon Blasters and Neutron Bombs 
at the touch of your Fingertips. 








Extension port for Currah Micro- 
speech unit: Combina joystick with 
sound and speech for ultimate 

arcade action, 







Compatible wyrth all Atari type 
povsticks including Quickshot LI 
lwithout rapid fire action. 








Interface operates joystick parallel 
to keyboard: Joystick action com- 
patibie with any add-ons including 
Microdr ves. 





The affordable alternative: Lowest 
price vet for programmability. 


Dealer Enquiries Welcome 
Phone  Ludlow (0584) 4894 








Postcode: 
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Às a very special and exclusive offer to CRASH 
Readers, Micromega are running a competition with 
Us for their new 3D game Full Throttle. 20 lucky people 
have the chance of winning a copy of Full Throttle and 
a fabulous poster of the game. Full Throttle has only 
been available for two weeks now, so this is your 
chance to getin on the act and race your way around 
ten international circuits against 39 other top class 
riders! 
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E Care 248 questions below (everything can be foundin past issues 
o dan a of CRASH, so there's no excuse!). 


ai Bio q a E A su = “ne e fera AE o The first 20 correct answers drawn from the bag wilieack 


| EO e E a o receive a copy of Full Throttle and a poster, The ten 
ep ie leres Ps AD A A runners-up willeach receive a poster. Allentries (on a 


a Datas, postcard please or the outside of a sealed envelope) 
| io 4 must be received by last post August 30. 


nm d 
na 


o RA | epa * Full Throttle Competition 


Sead = ema Mata * | 1. Mame ali the planets other targets are there in 
e tesi ati e a SE A a a depicted in the game 30 Dealhchase”? 


VR pesa Ee E a Rear a: Code Name Mat 4. Whatis the 





Pa ErTA DE a pet o, a mess, 2, How many types of alien used lo describe the kind 


GS ja EA AA 0 e are in Code Name Mat? of3D used in 30 


LE | 


3. Aparfrom bikes, whal Dealhchase 


Answers to: Full Throttle Competition, 
CRASH Magazine, PO Box 10, 
Ludlow, Shropshire SY8 1DB 
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ONCE AGAIN ET ALIY PALIY 
SEPTEMBER óth 1984 








FEATURING A GALAXY OF EXHIBITORS 
WITH SPECIAL OFFERS AT iiio SHOW! 


SEE: THE MIGHTY KINGDOM OF SOFTWARE! 
THRILE ro rue computer HARDWARE! 
GASP ar tuE RANGE OF ADD-ONS, BOOKS, PERIPHERAIS! 
WITNESS mm ovrsranninc rexts or THE QL, SPECTRUM AND 2x6! 
One Day Only! Don't Miss It! 

Se £1.25 (Adults) 60p (Kids) 


| SEND NOW FOR REDUCED-PRICE ADVANCE ' TICKETS! 


i Post today and quo can have Advance tickets at El (Adolts) and Sp (Kids), Ploase include a stamped addressed envelope with your reply and make cheques/PO's payable to LX Microlair, 








Please send me... abvanco liçkeis (o H0.50p 


' Post to Mile Inhoston, EX Micrafair, 71 E Lane Tottenham, London KIT 0H. at Ally Pally on. 
L EXBIBITORS! Phone Mike Johnston on 01-B0) 9172 for details and availability of stands at the show! 8th Sentember 1984 » 


j Please send ME... advance tickets x EL.00 
: 
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YOU VE 
READ ABOUT 
THE SOFTWARE - 
NOW PLAY IT! 


CRASH is the only magazine to offer you a direct link between reading about software and playing it! 
Forget hours of fruitless hunting in shops for that extra special game you read about and want - and want now. CRASH 
Mail Order will move stars and planets (even the 8.15pm from Paddington) to get you any of the brill (and even not-so-brill) — 
software from the big (and even not-so-big) software houses reviewed in these pages. Because CRASH believes that ' 
you reading about software is only second best to you rig the real thing — and forming your own opinion. Bazoola 
software and meep software — don't just believe us - see! Order any games, adventures, utilities, simulations and 
educational software mentioned (and not-so-mentioned) in CRASH with the order form later in this issue, 


CRASH - SPECTRUM SOFTWAF 








times longer to ri 
post, lfyou would 
we recommer 
received witl 
despatched with 


Tia = 


REVIEWED IN THIS ISSUE OF | 
CRASH MAGAZINE MAY BE . 
Ega a E da E 4 1 quer Ea 1. 
ORDERED BY MAIL USING TE 
FORM BELOW. . 


Che case af vory nem progra mmenes avinhcia raioy Mo doe arado from pha-soltvare: ; 
producer yervit ts movisableto Ming Cirsç and clyehe or mrpaalabilisy = ADE de 


= gt Al 


CRASH MICRO GAMES ACTION ORDER FORM 
Telephone Ludlow (0584) 5620. 


Please send me the following titles: Block capitals please! 
? == Name. ques sa 


Subscriber No.[ 
| if applicable | | 


DEF ANY ORDER WORTH 
| | MORE THAN LZO 
All prices are as quoted rea review es a do or Sub Total: É | 
hesdings and include VAT. Crash Micro postal orders payabie to - 1 YEE Al JRDER WORTI 
Gama Aciion make no charge for postage CRASH MICRO". From Less Discount £ | 7 EA TE e 
and packaging. Custômers In Europe Europe we can accept | Ani ias 
should add 50p per item for post and Sterling cheques or Total Enclosed É 
packing. Oucside Europe, please write first — Glrocheques. | 
so that we may advice on postage rates. 


CRASH MICRO, FREEPOST (no stamp required), LUDLOW, 5 









YOUR PLANET NEEDS YOU! 
Train to save Civilisation by 


Subscribing to 


Ret 
a À 
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| Mail Or der item! 


E e Get yourcopy . LAST CHANC 
dé e ahead ofthecrowd — AT THIS PRICE 
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ejo Ndee RE cailo JE MejojMofec/PRcun(o) BD cioias COLLECTION nm GOLD COLLECTION = 


RS q The Quill is a major new utility written in machine code which allows even 
” | " | the novice programmer to produce high-speed machine code adventures 
T h e Q ul l GS of superior quality to many available at the moment without any 
4BK Spectrum Ro knowledge of machine code whatsoever. 
RE CEO Using a menu selection system you may create well over 200 locations, 

describe them and connect routes between them. You may then fill them 

with objects and problems of your choice. Having tested your adventure 

vou may alter and experiment with any section with the greatest of ease 

A partformed adventure may be saved to tape for later completion. When 

you have done so The Quill will allow you to produce a copy of your 

adventure which will run independently of the main Quill editor, so that 

you may give copies away to your friends. The Quill is provided with a 

detailed tutorial manual which covers every aspect of its use in writing 

adventures. 


From The Golden Nib Of : +28: 
The Quill 
Comes a Gourmet Feast 
(o) 
Hungry Adventurers FL. AS 
Volume 1 A A 


PIA 


COMagicCedo ejidio a DoviFs island 


Rescue the Princess from the Magic Escape from the infamous prison 


ce but pour é Venpim aná (GGOLD COLLECTION “ir irrenes: de re 
Booby Traps. 1 alternative have you? 
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feto lho doe NE cailo) NH Mejo/Nnfmo EN Scag[o)vE NejojRofeo/MB=esglol, MD mejoiar, COLLECTION E 


e pypiane ; CM indbender e Tanto 
Can you survive and complete your Only you alone can save the world Help Barsak recover the treasures of 
mission high in tha sky over ensmy from the terrible power of the his ancestors from the underworld of 
territory? Mindbender. mythology. | 


A Superb collection of adventures for the 48K * 

Spectrum written with the Quill. A 

From the fertile imaginations ofmany authors, we pd 
have selected this fine volume of adventures for 8 
you to collect. Each adventure is complete in itself * 
and is presented in the distictive livery of the & 
series to grace your software shelf as you build up | 
the collection. À 


The adventures are priced at only £5.95 each. 


We mito Motojhtor muletefamio 


E 


sá i | E E “A E o E as | Pe E = RE a 
Diamond Trato Selected títies available from good computer Arica Caio 
Where in this city of death and intrigua shops nationwide including:- What is the secret of the deserted 


is the stolen Sinclive Diamond? W. H. Smiths, Boots, Menzies Hotel and where are all the guests?. 


GILSOFT Or direct from us by post or telephone cdi Cs dass 


wth d ) | = Personally Manned for 24 hours 
ro orn Roa SAE for full details of our range x: 0222 41361 Ext 430 


Soth Glamorgan a e das ea 
CF6 SLE Dealer enquiries welcome ccugs PSSNaI 


=: (0446) 732765 | RE 
GOLD COLLECTION = GOLD COLLECTION = GOLD COLLECTION = GOLD COLLECTION m 
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Mary adventures | recerved this 
month are similar in style and 
presentation to the companies 
last efforts, e.g. those from Level 


9 and Digital Fantasia. One | 


might expect some advance with 
each new adventure, perhaps an 
improvement in presentation or 
programming. How to cram as 
many locations as possible into 
he 48K of the Spectrum, for 
example, while retanmng some 
useful graphics. Since their initial 
releases Phipps Associates 
have made improvements to their 


games by taking the graphic | 


routines and machine-coding 
them for a faster response. 
Some houses produce too 
many games chumed out on a 
modular basis. This weakens the 


impact of each adventure such | 
houses release since it is original | 


ity and uniqueness that marks the 
successtul adventure. Quilled 
adventures clearly reduce the 
opportunities for original prog- 
ramming leading to fiat-footed 
structures and storylines. For the 
companies themselves it may be 
a better marketing ploy to go for 
the one bia, original game for it is 
difficult for any adventure to char 
high and make an impact. 

Now that I've mentioned the 
rather prosaic world of marketing, 
Ive always wondered why there 


is such a poor selection of adver- | 


tures in the high street shops. To 
make matters worse for the con 


| sumer several of the so-called 


specialist computer shops, often 
just off the high street, don't fair 


much better — its a case ol The | 


Hobbit, or an Artic adventure or 
leave for home empty handed, 
The Hobbit is a good adventure 
| but along with the Artic games 
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they can now be considered a 
te dated if for no other reason 
than most committed adventur- 
ers will have by now completed 
them. lf the record buying public 
were confonted with the same 
dilemma it would be a case of 
choosing either AC/DC or Barry | 
Manilow ! 












Message 
from 
Andromeda 


Producer: Interceptor 
Micros 

Memory required: 48K 
Retail price: £5.50 

Author: D. M. Banner & J. 
Banner 


Interceptor Micros made their 
name with quality programs for 
the Commodore computers 
and this, their first effort for the 
Spectrum micro, is well worh 
expioring. 

You are in deep space on 
patrol and you become aware of 
a message relayed onto the 
computer screen. Being a 
brave, fearless adventurer yOU 


ADVENTURE TRAIL É 
REVIEW RATINGS 
DIFFICULTY: Likeaty bend 08 difficulty 

expenenced by an average adventuras. 
ATMOSPHERE: reflects quality 01 
location description and graphics and 
how credibly characters behave. 





















VOCABULARY: the completeness 0! 
the vocabulary and rendiness of 
responsa. dl words and associated 
words (objects etc) in location 
descnptons should be included. 



















LOGO: religcts the bogic 0! the problems 
encountered and whether or not you are 
likgedy to be taled aithoul amino or 
chance ot escape. 






DEBUGGING: indicates the level of 
crashprooting. À program sivouki not e 
crashed simply by making an incormect 

entry or by pressing an urtortunate ] 
combinabon 61 tys. 





OVERALL: general rating based on price 
and the other ratings BUT NOT AN 
AVERAGE OF THEOTHER RATINGS. 





| H e 


decide tô investigate this Inter- 
galactic distress signal. Gently 


you cautiously open-the airlock 
and head south. The buildings 
here form a square in what must 
be a quaint intergalactic village. 

First impressions of this 
game include imitation at the 
error-prone silent key entry 
(with no cursor on the display) 
but admiration for the fast all 
machine code response and 
the pretty graphics. These pic- 
tures appear very quickly be- 
cause they already reside in 
memory and are not drawn. 
Perhaps this is just a lnile 
wasteful in memory but the 
graphics are almost instan- 
taneous. The screen overall 5 
set to black with generally white 
text but yellow on input, 

[Um afraid the early part of the 
adventure won't accommodate 
the faint-hearted. You cant just 


| tum down the mission = if you 
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“the Galaxy, your spacecraft, | 
| lands on an unknown planet, | 








Node e memo ping o com 








do you're left nowhere until you 
re-read the message and 
there's no running back to the 
ship once youre out. These 
aren't particularty bad points, il 
justgives the start of the game a 
very predictable feel with a tex- 
tbook linear development. (No, | 


| haven't written the textbook — in | 


any case its best to book your 


spot on Russell Harty and 
Breakfastime and then write the 
book 


k.) 

You'll find when you play this 
game that access |5 easy and 
quite safe throughout the first23 
locations, apart for the agres- 
sive android quard in the Guard 


| Room. This first stage com- 


pleted, you reach an impasse 
as the problems remained diffi- 
cult even after consulting the 
program listing. 
lts a shame there are no 


“easy problems to ease you into 


the adventure. Without them an 
adventure takes on a very eerie 
feeling and you keep wondering 
what you ve missed. 

The impasse is most evident 
when vou chance upon a plate 


| setin a panel. tis almost certain 


that you get through this way by 
opening the panel but getting 
the exact words takes a long 
time. In fact | had given up until 
bumped into. Richard Paul 
Jones of Interceptor at the 
Earls Court Computer Fair 
whereupon | received some 
timely advice. Considering | 
found the rest of the game re- 


Escape from 
Pulsar 7 


Producer: Digital Fantasy 
Memory required: 48K 
Retail price: £9.95 

Author: B. Howarth & W. 
Barnes 


The space treighter Pulsar 7 is 
retuming from an exploratory 
fight to the outer regions of the 
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“larfate until now when you must 


latively straight-forward, and | | 


do like to play as much of an 
adventure as possible, it was 
fortuitous indeed to hear the 
solution from the horse's mouth. 

The vocabulary consists of 
mainly Verb/Noun input but in 
some cases longer sentences 
may be necessary. The lan- 
quage can be a litile pernickety 





when, for example, you must 
'SHOOT ALIEN SOLDIER! as 
simply entering 'SHOOT SOL- 
DIER' will not do. One of the 
realistic things about this game 
is the way dead soldiers still lie 
where they were slain when you 
retum to a location. Other 
assailants you might meet in- 
clude giant slugs, a fierce 


scaled crealure on the bridge | 


and some impregnable ivy. 

Message from Andromeda 
has some very good graphics 
but there arent that many. 
Strangely enough = and com- 
mendably — some of the best 
are towards the end for only the 
most dedicated of reviewers. 
The game is good value aí 
£5.50 


Difficulty 
Atmosphere 
Vocabulary 
Logic 
Debugging 
Overall Value 
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Xanotar system, delivering the 
precious ore Redennium to the 
minor planetoids that have 
evolved beyond primitive nuc- 
lear power. As part payment 
you take on board a strange 
creature for the interga 
zão that grows too quickly for ils 
cage, breaks out and is now 
concealed somewhere on the 
ship. The creature eats the en- 
tre crew but you have been 
shrewd enough to avoid a simi- 


abandon the freighter and make 
vour escape in the frail shuttle 
crait. 


| including the space Key. 


“the side of my couch and no 





| incredible. | don't know about 


| to force you down into the 


lactic | 


The game has a layout now 
tamiliar to the Digital Fantansia 
Mysterious Adventures. À pic- 
ture can be switched out from 
the top half of the screen to 
reveal the objects and exits 
while the lower half of the 
screen accepts input and puts 
vo an occasional comment. A 

ick atcompanies all entries 


You find yourself in the freigh- 
ter's social room where you can 
see a sign and a closed steel 
door — and a couch. | wonder If 
this couch has a key init as in 
Waxworks? On examining | do 
indeed find the key and a less 
than useful crumpled note. Well 
this is believable enough since 


there's probably about ten | 


pounds worth of change down 


doubt keys and crumpled notes. 
As is the norm with Mysterious 
Adventures you're told in the 
bottom half of the screen that 
TVE FOUND SOMETHING! 
and you must look within the list 
of objects at the top to find out 
exacty what it is you have 


THING HAPPENED! roi 
ou when tum the dull ilu- 
ad rod. Undorunitaly you 
are not told exactly what has 
happened although to be fair 
vou are told when you look al 
the inventory — you carry a 
glowing rod. 

Moving south you enter a 
crewman's cabin and through 
another door (GO DOOR) into a 
similar crewman's cabin, but if 
vou try to return to the first cabin 

are greeted with the report 
WHERE”. k appears to be a 
one-way door — strange if not 


vou but I'm no fan of the one- 
way door, Further on, when 
travelling from the Captain's 
Cabin to the Workshop you find 
vour way back blocked, a ploy 


maze. At times like this you 


program in the computer and 
the adventure is that much less 
convincing. At other times it is 
the logic of the game which 
stretches your ability tobelieve 
Would you normally find a cir- 
cuit board beneath a pillow in a 
bunk? You are allowed to move 
the pillow but not to take it — 
clearly the program is telling you 
the pillow isn't necessary when 
it might have been beiler to find 
this out for yoursel. The more 
things you can do, whether use- 
tul or otherwise, makes a better 
adventure. 

This game has two features 
which, unfortunately, have be- 
come standards. Unfortunately, 
because adventuring should be 
an actively developing area and 






found. A related report SOME- | 


| ofthese words and reserve EX- 


| that can be easily switched on 


become more aware of the | 





not a stale, stuffy one. | refer to 
the maze and the small ruck- 
sack phenomena. | gave hints 
on how to tackle a maze last 
month so perhaps that will re- 
duce the niggle here. The small | 
rucksack can only carry five or 
in this case six objecis and 
perhaps it's time for a new angle 
on this one. Continually drop- 
pra and picking up objects can 
E aborious while often adding 
lg to the game. For example, 
is the assumption thatifs justas | 
easy to pick a long heavy floor- 
board as to carry a small key 
justifiable'? 
On loading this program you 
are asked 'Resume play on 
game” and there is an ugy líttie 
bug associated with this. | was 
atthe Vent and pressed N to go 
north but the computer did not 
respond; instead | was killed by 
the dust here and since the 
ogram then asks 'Play again 
YIN? the previously entered N 
NEWed the computer leaving 
me to reload a rather long prog- 
ram, would seem sensíble to 
have a double check where 
programs might be lost in this 
fashion | 


In case this all sounds a Dil 
too damning | must say that the 
vocabulary has a powertul EX- 
AMINE which isn't always the 
same as SEARCH. | would like 
to see all adventures make use 


AMINE for examining an object 
which should retum a detailed 
description, and SEARCH for 
searching an object to reveal 
anything concealed about or in 
it. EXAMINE in this sense may 
tell you how an object might be 
used or how it may prove useful 
later on. 

Escape from Pulsar 7 has a 
very fast response time, has 
weill-designed graphics 






and off and features 42 as 

posed to the Spectrum's 
more usual 32 characters per 
line, However, the game lacks 
that spark of originality and 
leaves you wilh the feeling | 
you've seen it all before. 
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Overall Value 


ah neu eggsactley weut vyew 
are eup tew, beceuse that ees 
mei jeub. 

Ah neu yew are geuing tew 
trah en steal a gem steun im 
mei care beut eet weel 
naught be eezee mei irend, 
eau neau me and mei treusty 
servant Kaolin weel be tryvin 
to steup vYew. 

Not eaunly zat, beut Les 
Flics, the treu gend armerie 
eunder mei commant weel be 
out en force, so, you foel, vou 
ave neo chance aggenst 
Cleudeau 


Tou control that Pink 
character with the tailin your 
quest for the Purple Puma, a 
priceless gemstone, avoid the 
Police cars and enter the 
buildings, evading 
Gendarme Kaolin 
(disguised as a chef) and of 
course Cleudeau himself. 

Pick up the items as you 
find them, we leave vou to 
tind out what they do! 

Bon Charlie seeisieeoranaisanatórias 


cao d Arcade Adventure For Spectum 48BK 


Vagger Bag Spanner KEnite&Fork Key Money Disguise Mask Diamónd 


HaBr 
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The Lords of 
Midnight 


Producer: Beyond 
Memory required: 48K 
Retail price: £9.95 
Author: M. Singleton 


Beyond have produced a 
game of immense complexity 
that transcends the simple 
word-matching of the main- 
stream adventure and in many 
respecis more resembles a 
strategy war game. Many fea- 
tures of the game are new or are 
developed to an elaborate de- 
gree setting new high standards 
in Spectrum software. 

The cassette is accompanied 
by a lavish booklet giving thor- 
ough and very sound playina 
instructions. When | say you will 
need them, and you most cer- 
tainly will need to read some of 
the hints given, | mean this as a 
compliment to the inventive 
depth which pervades the 
whole project. 

There is an original reward for 
the first adventurer to finish off 
Doomdark, your evil adversary. 
The prize has the winner castin 
the role of fantasy fiction writer 
as he will become the co-author 
of a novel based upon the 
scenes of his unique version of 
the War of the Solstice. Thus 
you will have had a hand in 
creating the first ever computer- 

generated novel, Had | heard of 
his idea from a third party | 
would've immediately dismis- 
sed it as half baked foly but 
having seen the game | should 
like to be first in line to receive a 
copy. 

A look at the overiay card for 
the keyboard might show some 
ways this game differs from the 
others. Instead of the 
adventure-style input, here you 
have a set of keywords. LOOK 
gives a vista with details oÍ 
where a character stands. The 
heraldic shield at the top right 
tells you through whose eyes 
you are rapa You can tum a 
character tô look in another 
direction by pressing the 
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surprise. Corlgath is very im 
vigorated. and utterly bold and 
the lce Fear is mild. In these 
early stages all is going well. 

Rothron goes north-east but, 
apart from recruiting the Lord 
Blood who takes his 1190 riders 
and 375 warriors south to 
Shimeril, he plays little funher | 
active part in game and 
comes to an untimely end at the 
hands of the Skulkin, 

During the night oí the third 
day Doomdark has made his 
presence felt. The bloody sword 
of battle brings death in the | 
Domains of Kor and Lorgrim 
which are untamiliar to me. | 
consult the map to find they are 
inthe far north in the vicinity of 
the Citade!l of Ushgarak. 

Lord Blood loses 10 in the 
batile of Blood but picks up 100 
warriors in a keep in the Domain 
of Blood on his way south. He 
finds Lord Mitharg at a keep 
unaware he is so near io the 
Citadel of Shimenl where the 
Free have decided to meet. 
Blood takes Mitharg south with 


ter. This Solstice is the peak of 
the Witch king's power and it is 
now that you must deteat him. 
The computer plays the role of 
Doomdark and intelligentiy pits 
the evil forces against you. A 
cold blast of fear emanates from 
the Citadel of Ushgarak, blow- 
ing across the Plains of Despair 
ever southwards to where you 
are busy marshaling troops. 
Victory for Doomdark is elimi- 
nating Luxor the Moonprince 
and rgin, his son. Altema- 
tively he can creep south into 
the peaceful land of the Free, 
striking at its figurehead of 
" serenity and happiness - the | 
Citadel of Xajorkith. 

If thinking of yourself pitted 

ainst the computer filis you 
with despair don't worry, you 
have your friends and your own 
wits. You take the rote of Luxor 
the Moonprince, Lord of the 
Free and your first task |s to | 
travel abroad and gain the sup- 
port of the other citadeis and 
keeps throughout the land of 
Midnight and amass an army. 
As Luxor you have the Power of 
Vision and the Power of Com- 
mand which enable you to con- 
trol other characters loyal to 
vou, move through the land of 
Midnight and look through their 
eyes. The closer a character or 
army is to Luxor and his Moon 
Ring the less demoralising is 
the effect of the les Fear that 
emanates from the Plains of 
Darkness as the ring radiates 
the strength and warmith of his 


You initially have control over 
four characters: Luxor, Morkin, 
Corleth the Fey and Rothron the 
Wise but as you progress such 
characters as the Lord cf 
Shimeral and the Lord of Brith 
and their armies add support to 
theforcesolthe Free. 

HI run through a typical game 
it may show you some of the 
great features it has and 
perhaps some fips if vouve 
already got a copy. 

tactics, and remember 
you'll need them as this is very 
mucha strategy game, involved 
building up armies atthe Citadel 
of Shimeril quarding the west- 
em route into the tranquil south- 
east and at the Keep of Athonil 
which overlooks a major route 
south. ; 

Luxor headed souih-east 
past the cave of shadows, 
through the Mountains of 
Ishmalay to the Keep of Brith 
where the Lord Brith is recruited 
to the cause. Lord Brith travels | 
north-east to the Citadel of | 
Shimeril while Luxor leaves to 
the east to recruit Lord Mitharg 
who in tum heads nornh to 
Shimernil. Mitharg picks up an 
extra 100 warriors on his way at 
| akeep in the Domain of Blood. 

Morkin travels east to lhe 
Domain of Morakith and finds | = 
shelter and reireshment at |- 
keeps along the way. In the east 
he gets quite a shock to see 
Doomdark's troops lined up 
with B90 riders. Morkin finds it 
difficult to recruit Lords of keeps 


TR como direction | key. 
| THINK gives more details re- 
garding the character and any 
army he controls is numbered 
and described. CHOOSE can 
lead to searching, hiding, 
attacking an enemy and repair- 
ing defences but the options will 
| shrink or expand with different 
characters and circumstances; 
a cowardiy character will sel- 
dom volunteer for daring deeds. 
SELECT gives you a list and 
allows access to the characters 
under your control. At the begin- 
ning of the game you only con- 
trol four characters but can em- 
ploy many more once you have 
visited the various citadeis and 
ps scaitered about the land. 
Although this game is so 
complex it is difficult to review in 
the few days available there Is 
one feature which impresses on 
the very first frame of the game. 
The graphics which show your 
joumey through the land of Mid- 
night are little short of stunning. 
The panoramic views are drawn 
in full perspective and consecu- 
ivne moves see mountains, 
jorests, hills, citadeis, towers 
and fortresses rising In stature 
as you approach or fade to 
'distant outlines as you leave. 
The screen as a whole |5 very 
well presented as if designed by 
a graphic artist. There |5 no 
crude split on the main screen 
but instead a pleasing mixiure 
of superb views of the scene, 
tastefully redefined characters | 
tor the text, a heraldic shield 

























































































































































depicting the crest under which | mind. and citadeis, presumably be- 
your character fights, and highiy Your most trusted compan- | cause he is so young, but does 
decorative and detailed repre- | ion, and the most important per- Ao to persuade the Lord | 
| sentations of the numbers and | son in the quest, is your own | of Whispers a lítãe further 











hpe of foe you might come 
across. These last are the best | 
I've seen on the Spectrum. 

Possibly the most pleasing 
aspect of the Lords of Midnight 
is its wonderfully coherent 
storyline. 

Doomdark has woken from 


along his way. 

Corleth headed east to 
Shimeril ahead of Morkin and 
seeks and finds the sword Wolf- 
slayer — very handy when you | 
meet wild wolves as well as 
Skulkin and ice trolls. You can 
become very blasé about killing 
these creatures but if you are 
tired theyll give you a nasty 


son Morkin who is half human 
and half fey. By virue of his 
unique ancestry Morkin can 
withstand the utter coldness of 
the lce Fear which is increasing- 
hy directed at him as 
approaches the Citadel of 
Ushgarak and so lifts some of 
his slumber and the lands of | the Durden upon the armies of 
Midnight are plunged into Win- | the Free. 
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The Lords of Shimeril, Bnith, 
Blood and Mitharg are now en- 
camped within the relative safe- 
ty of the Citadel of Shimernil, 
ovemight losses being small — 
say 5 to 10 warriors and about 
no air rders per army a 

Ight 


night. 

in the later stages of the 
game Luxor recruits and sends 
Lord Dawn to the citadel with 
1200 warmiors and 600 nders 
bringing the total warriors in the 
Citadel of Shimeril up to 3500 


and riders to 4000. Later Luxor | | 


finds Athonil, with its keep and 


Lord Athonil and begins to build 


| up forces here, the point | had 


EE 





| quickly 
similarly presented pieces. This | 
| latest has you prisoner of the 

| Germans in Colditz Castle. 


chosen as the second major 
bastion of defence and counter 
attack. The Utarg of Utarg mar- 
ches his 1000 riders to this 
second meeting point. Howev- 
er, on his way he is not so 
committed as to recruit other 
armies and this 15 left for Luxor 
to do, 

At the end of the seventh day 
at. nightal, when looking 
throughout the eight compass 
directions, | could see the 
silhoueites ol the towers, 
citadeis and armies that sur- 
founded me, my thoughts 
tumed nonh to Morkin who || 


| now knew had this very day 


penetrated into the dark 
Mountans of Ugrom, into the | 
Tower of Doom and at this very | 
moment was wondering how he | 
might get back with that pre- 
cious object held tightly within 
his grasp. He had the lce 
Crown. 


Difficulty g| 
Atmosphere 10 
Vocabulary N/A 
Debugging 10 
Overall Value 





Colditz 
Producer: Phipps 
Associates 

Memory required: 48K 
Retail price: E6.95 
Author: T. Barber 


Phipps made their name with 


The di do Quest and have 
ollowed ft with many 


The game uses the same 


| split-screen graphics and scroll- 
| ing text window technique as its 


famous predecessor and is yet, 


| Curiously enough, written by a 


different author. Unforiunately, 
it also retains the curious hold 
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behind with the packaging. 


| io load but the loading screen is | 
very colourul depicting the 
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have the first frame in 
me. 

Your mission is to aid the 
escape of a prisoner locked 
away in a solitary cell of the 
castle. You begin in the cour- 
vard which has different 


up in loading. The first section 
gives you the information, some 
of which is far too trivial to be 
included in the program and 
would be better placed on the 
cassette insert. You then stan 
the tape once more tb get the 
loading screen and the main 


program itself. the NW, NE, SE, SW sectors. 


any earty Spectrum games The first graphic depicts the 
had reams of information dis- | NIW courtyard and you notice 
played on the screen and you'll | the high standard of the 
no doubt remember how diffi- | graphics, better than those in 
cult it was to read —- especially | Knights Quest, but likewise 


with a white background on a 
colour TV. | think the general 
shift from screen instructions 
toward more sophisticaled cas- | 


tucked away in the top left cor- 
ner. Although | have reserva- 
tions regarding the antistic lay- 
out and impact of this arrange- 




















sette presentaton is a ae ment (a darker background with 
move. After all, the ilegal | light print may have, quite sim- 
copying of a tape isn't quite as . e lessened the qgauche 
effective ifyou have to forteit the pearance) this method of dis- | 
complex playing instructions left a has one great advantage — | 


is fast. You can map out your 
The game takes a long time | tracks rapidly with the graphics, 
acting as useful quick markers. 
Compare this to moving 
through a texi-only adventure, 


sombre outline of a prisoner of 
war camp. On pressing a key 


you are asked ifyou are starting | especially one with a long scroll 
a new game. Perhaps its just aa location descriptions. 
me being pedantic but | really e beeps and squeaks the | 


had to think before answering 
yes. k may have been better to 
have had something like 'DO 
YOU WISH TO LOAD A 
SAVED GAME. Perhaps 
again Um just being awkward 
but | seem to have done a lot of 
button pressing and waiting to 


keyboard emits may seem a 
minor point but an experienced 
adventurer knows how impor- 
tant it is to enter without mis- 
takes. Coloitz has a good selec- 
ton of distinguishable beeps. 
Each letier entry including the 






a | enough for my taste. 





front of | 


raphics to distinguish between . 


which are always displayed, | 


space key — à common source 






















oterror on the Spectrum- has a 
loud beep. When you are told of 
your inability to walk through 
doors or if the program needs 
you to be more specific a beep 
will draw your attention to the | 
computers remark in the bottom 
halfof the screen. The beep that 
tells you the program is ready 
for your next input is good but 
rather necessary as although 
the graphics are fast the pro-. 
gram itself is a trifle slow. 
Machine coded to give fast 
responses to your commands' 
says the cover but not fast 


On delving deeper into the | 
adventure the game becomes 
eminentiy mappable but the 
early impressive graphics dry 
upalrite. Ata quess l'd say that 
| lhe number of locations with 
graphics falls well below 50 per- 
cent. This is somewhat counter- 
acied by detailed descriptions 
and one doesnt expect mir- 
acles with only 48K but if you 
are new to the way in which 
adventures are marketed it may 
be worth noting in the text vs. 
graphics debate. Just for the 
record my purist instincts favour 
detailed word descriptions but 
with à colour TV an attractive, 
fast graphic never goes amiss. | NX; 

The language used is basi- | MM 
cally Verb/Noun with two steps | 
to open à door — unlock, then 
push open. The usual direction 
abbreviations are, thankiuly, 
provided: N, 5, E, W,U,D, The 
first four letters define the other 
nouns. Verbs include look, quit, 
get, drop use, open, inventory 
and examine. Elsewhere the 
language can appear a litle 
atypical eg. LOWER ROPE 
rather than the more usual TIE 
ROPE. THROW ROPE and 
men vou can immediately climb 
up! 

By the way, although | try mi 
best to complete Apso 
amount of an adventure in order 
to give fair comment, | am in- 
debted to a and Trevor 
Toms for providing what is in- 
deed a 'Supa Solution' sheet. 
Not only does this put the re- 
viewer into a favourable frame 
of mind but also allows people 
like myself to impress with the | BM 
easy wisdom the sheetimparts. | EE 

olcdiiz has fine graphics with 
many inten ting, logical prob- | 
lems and 5 well worth the 
asking price. 
Difficulty 
Atmosphere 
Vocabulary 
Logic 
Debugging 
Overall Value 
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This month, after receving sev- 












on this subject Ron Wells of 
Brentwood writes some very in- 
teresting comments, 


“KNIGHTS QUEST (Phipps): 

so Crash reviewers ght the 

| plotwas thin — only a forerunner 

o | of Phipps much better games. | 
7 | | dont agree. | think this 5 one of 

their best. Bet you can't go more 

" than 2 or 3 moves aí a time 
without. being stumped, One to 












“CTT EM 


MAGIC MOUNTAIN (Phipps): 

| à superb adventure containmg 

some intriguing and onginal puz- 

zies. Dwarves, genies and magic 

carpets all add to a marvelious 
À aimosphere. 


PHARAOH'S | TOMB 
(Phipps): quite a bit easier than 










ugh eral latiers on the subject, | am 
eds | introducing à « system for 
ep | lhe adventure tips. clues will 
the | nave each letter rotated forward 
tom one place through the alphabet | 
hat Le, À becomes B etc. To get the 
ady | solution al you have to do is step 
but one step backwards. 

gh | do like to hear what you think 
fO- of the games you ve played ar 
W. 

E 





A 1 | other Phipps' adventures, but 
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still above average wilh some 
nice graphics. Very enjoyable 
and not too frustrating. 


MOUNTAINS OF KET (in- 


centive): a splendid effort, but 
spoilt for me Dy the silly combat 
sessions with which you be- 
come thoroughly bored, thus 
spoiling your enjoyment of the 
game. 


GOLDEN BATON (Digital 
Fantasia): imaginative descrip- 
tions and lovely graphics com- 
bine to make this a very com- 
peling adventure. One of my 
ali-time favourites. 


THE HOBBIT: undoubtedly a 
classic — despite the odd bug, 
and the tiresome repetition 
when in the dungeons. 


PIMANIA: absolute rubbish. 






ARTIC ADVENTURES A-E: | 
all highly recommended and of | 


consistentky high standard.” 
Ron goes on lo request some 

help: 

“Golden Baton: how do you 

raise the portcullis? 

Pharoah's Tomb: how do you 

put out the fire in the fire room? 


Im sorry to say that | can't help 
hum with these, but if you know 


| the solutions perhaps you might 
| dropmea line. 


And now for a few problems | 
can answer. 


lts good to see The Hobbit 
still causmg problems. Paul 
Jasper from Malvem, Worces- 
ter writes: 

“In The Hobbit | never get 
further than the black river. 
says you should look for a boat. 


| |can never find it.” 


Well Paul, try » 
UISPX  SPOQF  BDSPTT 
SSWFS 

and then | 
QVMM SPOF DESFGVMMZ 
Keith Simpson cof South 

London is still stuck in the Gob- 

lin dungeon. To escape from 

the dungeon: 

TBZ UP VvUIPSSO 'POFO 


the large snake in the Hall of the 
Mountain Kings is creating 
some problems: Well, Alastair, 
answering two Of your ques- 


Alter this escape, avoiding an 
early retum is another problem! 


Robin Hogg from Swansea | 
is atanimpasse in Velnor's Lair. 
He asks: "How do | cross the 
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XJOEPX. 23628; PEEK 23641 + 
| TBZUPUIPSSO 'DBSSZ NF. 25642 | 256 — PEEK 23627 
TBZ UP UIPSSO 'HP XFTU". - 256 * PEEK 23628: 


SAVE "VELNOR 2º CODE 
23552,180: RETURN 
4. Save game by SAVE “VEL- 


Alastair Luxton of Newbury NOR" LINE 5 
has ground to a halt in Level 9's 
Colossal Adventure. It appears Steven Roberts from Wigan 


is having trouble moving the 
elephant in Temple of Vran. 


give the solution to the problem! 


tons in one, try av, here it is: 
GFSS CJSE NPWF JOUS FMFQIBOUT 
As to where the pirate takes | MPDBUJPO XJUI QFBOVUT. 
the treasure he steals, | couldn't | JU XJMMP JPMMPX 
tell you; he says he takes it to | ZPV.ZPV DBO VUIFO GFFE 
the maze. I've mapped out the FMFQIBOU. 


first maze and itisn'tthere while 
after several visits to the second | 
maze via the stalagmite | still 
have not found the booty, Is 
there a third maze orisita cruel 
hoax? 


Mark Richardson of Hud- 
dersfield is stuck early on in 
Knight's Quest. Alter saving the 
dwarf he cannot get past the 
dragon or the giant and has 
been unable to communicate 






after trying to kill them! Anyway 
try: 


chasm with molten lava flowing GFFE ESBHPO 
below? | have the 25h plank but By the way Mark, one letter is 
itis tão short enough! 


you will need the key 

tioned by the Goblin Chief. No! 
You didnt kill him? She also 
comments that the save routine 
is terrible. | tend to agree, but it 
| need be no longer. Here, exclu- 
sive to Crash, are alterations lo 
vastly improve the save routine. | 


ho 


You will need to create a 
bridge of course; when you 
have the necessary object all 

will become-clear. 


Mary Henson of Leicester is | you 
having problems with sharks in 


VELNOR'S NEW SAVE 
ROUTINE 

- BREAK the initial title screen 
directly after loading. 

- Delete the following lines: 
Ebe 4870 
254 6109 
4002 6130 
4860 6140 


 Insen the following lines; 



































Hi finish off with a problem 
that both myself and Stuart 
Roberts of Wraysbury have 
been struggling with. How to do 
u get through the security 
door in the Snowball Hilton. Any 
| help would be most appreci- 
ated. 


This month's twelve pounds 
of software goes to Ron Wells 
of Breniford for his useful com- 
ments. Keep on sending your 
letters and dont forget each 
menth twelve pounds of soft- 
ware awaits the writer of the 
most interesting letter. 


as men- 


1 PRINT AT 20/LOAD 
SAVED GAME?” 

e IF INKEYS = “Y" THEN 
LET V$ = “LOAD":GOSUB 
eS0:GOTO 100 

3 IF INKEYS “Nº THEN 
GOTO TU 

250 IF VS = “LOAD” THEN 
CLS:PRINT+0; START 


TAPE"CLOAD" VELNOR 
1º CODE: LOAD “VELNOR 
2' CODE 


PEEK 23627 + 256" PEEK | E 
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with them. Im not surprised | 
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FOR THE ZX SPECTRUM 48K 
SINCLAIR, KEMPSTON 
AND CURSOR JOYSTICK 
COMPATIBLE 


Please send me copy'copies 


Name: 
o3D TANK DUEL at£5.50 each  (postand packing free) Address 
Cheques'p.o. payableto REALTIME SOFTWARE 
Postcode 


REALTIME SOFTWARE, PROSPECT HOUSE, 32 SOVEREIGN STREET, LEEDS LS1 4BJ 
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AUGUST HOTLINE STATISTICS 


Preparalions for school ex- 
aminations don't seem to have 
aitected the numbers of voters 
this month, with only a slight 
decrease since July's chart in 
votes cast over 23,000. Jet Sel 
Willy still rides well at the top, 
having sighthy increased its tot- 
al of the vote to 20.04%, thus 
proving that bug or no, it's the 
most popular game around, Atic 


Ailac and Manic Miner each lost 
a lille ground overall, probably 
to Sabre Wulf which received 
5.26% of the total votes cast. 
The battle between Code Name 
Mat and Wheelie was close with 
Wheele receiving 4.89% and 
CNM received 4.73%. Between 
them, the top ten games totalled 
61.17% of the votes cast. 


THE CRASH HOTLINE PHONE NUMBER IS 
0584 (Ludlow) 3015 








HOW TO USE THE CRASH HOTLINE 





Method 1 
Aing the Hotiine talaphone number (above) and record faça tl ide 
Plano spo. clearly. Spelling out name and address if if a 'aificult ong! Lis pour PE games 


starting with tha number one. 


Method 2 
Uma the coupon below, maiing sure you in all tho details. 
and it do us. val H 


Pop the coupon in an envelope and 


send ABematively you may send a lattes | you don'twrant to-cut up the mag. 


Hotlins is getting very jammed after a new issuo comes out, so bear with us Hits 


The tataphona 
angaged. 1! all else falls — writo in! 





HOTLINE 








CRASH tee shirt. 


make it count. 


“BRILL'N'FAB 
PRIZES!! 


£40 worth of software plus a CRA 
five runners-up receive three issues of CRASH free plus a 


Whether you phone or write in, all names go into the 
voluminous bag to be drawn peida First out receives 


tee shirt, and the 


Others may try and copy us but the CRASH HOTLINE 
CHART is the one that counts — and you are the people that 


YOUR VOTE IS EXTREMELY 


IMPORTANT — USE IT PLEASE! 


| CRASH HOTLINE WRITE IN COUPON 





| Please use block capitals and write clearly! 


| Name 


| 


RA e LOL LIL IL ES RA. 


AMME MMC O DO E O RR E 


Detrans er. n 


LAMA MMA ROEMANERIE.. 


CEEE... Ea 


| Send your coupon to: CRASH HOTLINE, PO BOX 10, 
| LUDLOW, SHROPSHIRE SY8 1DB 








ua Climber this month (no prizes for guessing) is Ultimate's Sabre 
ulf, which entered suddenly last month at 29 and now fights it out 
with sister program Atic Atac. Just below, another battle has been 
going on during collation between Code Name Mat and Wheelie, 
each swapping positions with each vote and Wheelie finally winning 
out, Ocean's Pogo has picked up nicely, slotting in at 13 a rise ot 9 
places from last month's 22 position. Psytror (Beyond) has made a 
good climb up 16 places to this month's 20 slot. Blue Thunder has 
also moved up 15 places to this month's 24 position (anno Ing no 
doubt for the person(s) who spent over half an hour on the Hotline 
ielling us in graphic detail what they would do to us if it made 
Number 1!). A 19 place climber is Mugsyiírom Melbourne House. 
New appearances from Moon Alert (Ocean), and two games with 
only a short E time— Lords of Midnight, the new adventure from 
Beyond, and Micromania's Kosmic Kanga, in at 48 and 49 
respectively. Nice to see new in the shoot em ups Ad Astra from 
Gargoyle Games and Defenda from Interstella. 


PLEASE NOTE! 


The CRASH HOTLINE is for recording votes onty. There is no point leaving 
general magazine or mail order queries on it because the tapes are only 
monitored towards the end-of a schedule for collation, Telephone numbers 
for other departments are listed in the Masthead on page 3. 





My top five favourite programs in descending order 
are: 


TITLE 


—  PRODUCER 











CRASH HOTLINE SPECTRUM 
TOP 50 FOR AUGUST 1984 | 


VO TE for the 


[ 
| 
| 


DOoOJDroeloON=: 


(1, 
( 2) 
( 3) 
(29) 
(5) 
( 6) 
( 4) 
(10) 
(7) 
( 8) 


JET SET WILLY Software Projects 
MANIC MINER Software Projects 
ATIC ATAC Ultimate 

SABRE WULF Ultimate 
WHEELIE Microsphere 

CODE NAME MAT Micromega 
LUNAR JETMAN Ultimate 
CHUCKIE EGG A & F Software 
FOOTBALL MANAGER Addictive 
3D DEATHCHASE Micromega 
TRASHMAN New Generation 


This month's Hotline winner is Sean Hawkyard, Donnington, York, The four 
runners-up are: Gordon Shennan, Ayre, Andrew Balnes, Llandudno, 
Gwynedd; Mark Graymark, Crawley, W. Sussex; and A. Witchell 
Alveston, Bristol. 


The winner of the Adventure Trail Hotline is: Neil Gileade, Doveridge, 
Derbyshire, and lhe runners-up are: Andrew Bowgen, Wetherby, W, 


(18) 
Ro 
(a, 
(14) 
(11) 
(15) 
(16) 
(12) 
(17) 
(36) 
(19) 
(24) 
(13) 
(39) 
(35) 
(20) 
(30) 
(<1) 
(25) 
(49) 
(44) 
(27) 
(48) 
(45) 
(38) 
(43) 
(36) 
St), 
ão), 
(41) 


Yorks; R. Graham, London NW11; B.J. Singleton, Salisbury, Wilts: and 
SCUBA DIVE Durrell N.S. Wilson, Shepperton, Middx. 7 de 


POGO Ocean 
THE HOBBIT Melbourne House 
FIGHTER PILOT Digital Integration 
JETPAC Ultimate 
FRED Quicksilva 
CHEQUERED FLAG Psion 
NIGHT GUNNER Digital Integration 
PSYTRON Beyond 
3D ANT ATTACK Quicksilva 
THE QUILL Gilsoft 
ANDROID 2 Vortex 
BLUE THUNDER Richard Wilcox 
BLADE ALLEY PS. 
VALHALLA Legend 
PENETRATOR Melbourne House 
PYRAMID Fantasy 
KRAKATOA Abbex 
MUGSY Melbourne House 
JACK AND THE BEANSTALK Thor 
ALCHEMIST Imagine 
PSSST Ultimate 
MOON ALERT Ocean 
SNOWMAN Quicksilva 
TRIBBLE TRUBBLE Software Projecis 
MAZIACS DK Tronics 
PHEENIX Megadodo 
URBAN UPSTART Shepherd 
SCRABBLE Psion 
ZZO00OM Imagine 
TRANZ-AM Ultimate 
ORC ATTACK Creative Sparks 
AD ASTRA Gargoyle 
HUNCHBACK Ocean 
' DEFENDA Interstella 

40/06] MONDE 
| LORDS OF MIDNIGHT Beyond 
KÓSMIC KANGA Micromania 
COOKIE Ultimate 


md md th cido o ql cal at 
esa 
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| thought things were bad enough when | only had the 


| CRASH FORUM letters to worry about! It's getting hardto 


see out of my little window with all the letters píling up! Still, it's 
funto read all your tips and sorry for allthose | can'tget round 
to putting in. Please note that at the time of writing, most if not 
alithe tips or POKEs have not been tested by anyone at 
CRASH, so it's down to you to find out ifthey work or whether 
they are hoaxes. Talking of hoaxes, the trailer in Lunar 
Jetman does not exist, and as the man-made monster 
possible in Atic Atac, that too seems to be a cruel joke (pity 


really)! 


Anyway, ever onwards. We Il kick off with an unusually 


honestwriter... 


LUR 
204070 


pevinnos 


Jeipac— so far on this game my 
nighest score has been over ten 
million. ittook me nearty two weeks, 
leaving lhe Spectrum on overnight, 
Atone time | had 45 men which was 
around the letter Ror Sinthe 
alphabet (after 9 the men change to 
symbols then letters). What | did 
though was not cheat! Not like so 
many olhers by standing on one of 
the plattorms and sheet 4 and 
allowing the planes to crash into it 
thus gaining thousands of points. 


| NO, onthe contrary, what | did when 


Heftit on ovemighiwas to reach the 
fifth sheet and position jetman on 
the top right plattorrm until six aliens 
gathered beneath him. Then if you 
laave him, nothing happens — you 
don'tgain points and you dor'tlose 
Steve Lea, North Anston, Nr 
Sheffield. 


What a reireshing change, 
someone mhodoesn tcheal! 
Of course Sabre Wulf has 
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resulted ina rashoflipsiers. 
Certainly lhe earlest was by phone 


from Chris Colesell of Littleworth, 


Stafford who rang to say he had 
worked out of PORE which gets nd 


| ofany monsters which matenalise 


(ie. itleaves the hippos and natives 
and the wull). Smce we have a 
policy here not not releasing cheat 


| POKEs too soon, | cant printit (do! 


hear the gnashing ofteeth!), but 
perhaps some of you have already 
worked it out. iidoes work and has 
been put to good use in the CRASH 
mapping dept. Thank pou Chris, 
and for your trouble we will be 
sending you the software you 
suggested you would like. Chris 
goes on lo say: 


When you are not using your sword, 


putit away as you run faster wilhout 
t. Do not attack the galekeeper or 
the wolf as they automatically kill 
vou; you find the bottom night 
comer in the second pityou can 
nine times out of ten find the other 
part inthe second clearing up to lhe 
leftofthe mountains. 








ViNC ando 


Neil Gore of Maghull, Merseyside 
writes: 


The amulet is divided into four 
pieçes. lfyou see anything Nashing 
it's a piece. The small stalues are 
extra men. The natives, hippos, 
rhinos and warthogs cannot be 
killed but can be made to move. The 
wul cannot be kiled and your best 


| betisto run away, butdon'tget 


trappedina comer. Red orchids 
make you invulnerable for a short 
while and vou can walk through 


AUP 


inhabitants but your speed is 
reduced. Blue orcluds make you 
super fast, purple make you lose 
your sense of direction (all keys 
reverse action), white orchids 
change you back to normal, 


| Tibundthe best way o! avoiding the 


wulfwas to dive upwards into the 
first possible pathway (put the 
sword away for extra speed as lhe 
wulfis faster than you are). Be 
careful when you re-emerge! 

LM 


The parts to the amuletare always 
in totally random places, usually in 


' Barker of Yeadon, Leeds). Have 








large open spaces (says Richard 


vour sword out at all times. in 
trouble through lack of men wait 
baside an orchid for itto bloom blue, 
red or purple and keep changing 
screens to avoid the firetiall, Look 
out for the small red doll shaped 
things = they're extra men. 


Richard difters from Chris Colesell 
in the use of the sword, As lo lhe 
possible positions of the amulet 
pieces, M. Smith of 


" E =UI/=H = 
sosa0e 
E ps a 4 E f 


Loughborough, Leics. (who 
ciaims to be the first fo complete 
Sabre Wulf on the 3rd June and 
confirmed by Ultimate to be the first 
| claim they received) says: 


The parts of the amulet are always 
found in caves (dead ends) or next 
to huts and as there are only a few 
variations of positions of the four 
pieces it is possible to calculate 
where they can be each lime, 


David Fortune of Bramley, Leeds 
suggests: 


Extra lives are obtamed by running 






































over lhe small voo doo dolls 
scattered about. As you can only 
have a mesdimum of 9 lives il's wise 
notto run over too many extras as 
you may need them later. 


Weil, so much for Sabre Wulf (for 
the time being no doubt) and onto 
something useless but fun. 
Jonothon Blythe (no address 
given) comments on Reviewers' 
Competition runner-up Gary 
Bracley's remark wondering how 
Ocean managed to get three 
different blues into their lago. 
Jonothon says he can get six 
shades and encloses a small 
program. We took a close lpok atit 
and decided it could be improved 
“upon, milha resulting 14 shades of 
blue (well some of hem are a bit 
dodgy). Trytiis: 


5 PAPERO:-CLS 
10 FORa=0TOGSTEP2 


a, BIN 01010101 


a+1,BIN 10101010 

40 NEXTa 

50 FORg=0TO30STEP2 

80 READ pj 

70 PAPERp 

80 INKi 

9 FORa=0TO21 

100 PRINTATa,g; “(2* Graphics 

AJ 


110 NEXT a 
120 NEXT g 
130 DATA03,3,4,5,3,5,2,1,2,3,1, 


0,7,0,0 
150 INK 7: PAPERO 





STIEKS 
ON OR BANE” 
Ei Di Se 
BLABY GAMES 


Es PL SLAVER 


gpoagnanasas?” = 


20 POKE USR “(Graphics A)" + 
30 POKE USAR “(Graphics A)" + 


0,5,0,1,1,5,5,7,1,7,5,5,1,1,4,1, 










Good grief, we're luming into a 
listings mag! Anyway, Jonothon, try 
that one out, itiooks quite pretty! 

Richard Van der Leeden of 
Mortimer, Berkshire has an 
interesting tip for Penetrator 
players: 


Ifyou go into training mode on 
Penetrator by Melboume House, it 
will ask you which stage you would 
like to train on (1-4). you enter 5 
you will go to the fifth stage with the 
ahen base! 


Andy Clark of Norwich, Cheshire 
has aiso discovered this but goes on 
lo say: 


The landscape editor is really great. 
| have numerous landscapes saved 
on tape and can load them any time 


| after loading the game. Italso lets 


vou add or take away missiles and 
radar scanners which can make the 
game much more easy or difficult, 
Keep up the good work with Britain's 
finest Spectrum magazine, 


Mark Smith (14) of Norwich, 
Nortolk in with Hupert 
Loughton (15) of Wheaton Aston, 
Stafis, John Shields from Hayes, 
Middx, and many others sent in'up 
to aight codes for Wheslie by 
Microsphere: 


2=WiTTr,3 = SHARK, 4 = 
BEBOP, 5 = XENON, & = ZX83B, 7 
= 2MOLS and 8 = HRME2. Are 


pr 
PEELTI. 







tu 
PT 


there any more? Kris Hammond 
rom Wihitchurch, Bristol aiso had 
eight codes in his letter but wenton 
to say: 


Another useful tip to know is the 


* Tunchonofnot buming any fuel. This | 


is done by going as slow as 
possible, so lhat your speed and rev 
counter are both level at the 
minimum. This way you will not lose 
ary fuel. took about a month to find 
Du, 


Weil al that speed ['m not surprised! 
Surely this makes Wheelie a bif 
boring to play though ? 

Colin Glaiater(1(3) from 
Lowion, Nr Warringlon wrote in 
(again alongside mary others) to 
point out that the tips for accessing 
any room in Manic Minor we printed, 
were onty for the original Bug-Byte 
version. He says: 


Toachieve the same effecton the 
Software Projects version of the 
same gamethe word 
TYPEWRITER mustbe typed in 
whilstholding down the 9 key. The 
Screen codes are then the same 
except that where a 6 appears in 
them a 9 should be pressed instead. 


Matthew Smith (Manic Minor and 
Jet Set Willy) obvious!y has a tidy 
but reversibie mind. A similar 
procedure may be used on Jet Sel 
Willy as David Fenson of 
Lutterworth, Leics, and many 
others have discovered: 


Go to the bottom of the stairs in the 
| First Landing and type in the word 


We can now offer a limited number of Back Copies to readers 
who may have missed out on 


CRASH issues 


Don't Npc in short ssaniidce 











Postcode 


| You jump, make sure you position 


““adds the POKES published in last 


| Up. Youshould be in Under The 


| You wave your legs! 
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WRITE TYPER. Then pressa 
combination of keys 1-6 with 9 and 
you will now appear in a different 
room. For example, 9,1 puts youon 
The Bridge and 3,4,9 puts you on 
The Tree Top. From lhen on you 
needn'tgo back to the First Landing 
to make your jump. However, when 


Wilhy carefully, otherwise he may 
endupinawall or in thin air. 


Steve Lightfoot (14) from 
Cheadie Hulme, Cheshire writos 
with the same information and 


month s issue wivch nas lhe Atticof 
fts chain reaction bug, but adals: 


The best way to getto the 
Conservatory Roof isto starta new 
game-— don't move Willy. Press 3, 
then 9 (The Drive) and then 6. Keep 
these keys down. You should now 
be transported to À Bit O! Tree. 
Keep the keys down until you are 
justabove or on the top ledge. 
When you are on the ledge, jump 


Roof. Now move left. 

Ican now do JSAW thanks to these 
methods. To finish you will need 83 
items. Às soon as you touch the bed 
in the Master Bedroom, you go 
running back through the Top 
Landing and intothe Bathroom, 
your head goes into the tolleit and 


Onto Firebirds (Softek): Load the 
first two parts then break, edit the 
line and type POKE 24 164,n (upto 
255!) before the RANDOMIZE USA 
Slalament. 





95P each 


(includes postage) 
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Jon Ritman, the author of Artic's 
Bear Bovver, wrote in answerto the 
letter from Michas! C. Shepherd 
[issue 5 page 30): 


The mistake he seems to have 
made is to accidentally switch into 
BABY BEAR MODE before he 
Started (it's meant to be for babies!) 
Michael probabty didn't notice until 
round 5 due to his frantic attempts ta 
avoid tha BEARS, | suspect he was 
in this mode when he made itback 
to round 1 as | have never got past 
round 8 in BIG BEAR MODE (any 
extra baddies only appear in Big 
Bear Mode). As far as the quest star 
alter BOVVERBOT (who is this 
Jetman??) 'm afraid | can'thelp as 
[ve never got far enough. My 
highest round black thing (with 
included hole) is 140,000 and! 
would be interested to know if 
anyone can beat this! 


Chief Bovverer, Jon Ritman, 
London N13, 


Before we go on to the Hall of Slimo, 
here are hwo letters on the subject, 
The first is from someone who signs 
himself The Dolphin (Iriend of 
Siggy) who comes from Rentrew: 


ecl, 








VIP 


rs 





SN 








Lind the claim of Mark Ellis of 
Cleveland hard to swallow, in that 
he scored 147,000 ODD in Pyramid. 
Anyone who has toited with the 
Mapping dusibins, mutant 
strawberries and the psycho cycles 
will know that any score over 
145,000 is practically impossible. 
Unlike most shoot em up games 
Pyramid has a max possible score 
0f 149,985. So how about a more 
accurate system of accepting these 
claims, like asking for the hi-score 
codes? 


Weil not every game provides a 
hiscore coding system for one thing 
and for another it would mean 
manufaciurers providing us with 
those codes so we could check 
them, wiich might be a bit 
compiicated! No, | think until the 
State of technology calches up with 
us lor score verification, we just 
have to rely on your honesty in 
these malters, as lhe next letter 
suggests! 


Let me start this letter by thanking 
you for printing my hi-scores in your 
Hall of Fame (you've got us mixed 
up with another mag — ours is a Hall 
of Slime — LM) but then you had the 
cheek to suggest that the scores 
had no way of being true (well you 
made that impression), 'minot 


| saying that people don't lie about 


their hi-scores because | know a few 
who do (sorry Neil). But in all [think 
your magazine (5 ace and haven't 
missed one issue ofit, 


| Richard Avent, Downend, Bristol. 
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Chuckie Egg 415,8300nL32 
The Dolphin, Retrew 


Sabre Wu 75,190 and 45% with2 


piscas 

NeilGore, Merseyside 

Sabre Wu 194,965 and 98% 

L. Rain (14), Kidderminster, Wores. 
Ocean Kong 628,600 

Graham Ashmore, Colwyn Bay, Clwyd 
bina pi 


David Baxter, both from Colwyn Bay, 
Chwyd 

Atic Atac 2 minutes 26 seconds 
Bugabo 19 seconds by 

3.€. Fryer, Plymouth 


Bear Bovver 140,000 
Jon Ritman (he witat wrote it) 


j Atic Atac 3 mins 52 secs, andon | wi; po praça 590 and B7% É 
[ Chuckie Egg 520,190 on LdO m C. Hambrow, Taunton, Somerset | 
P “John Redger, Fife Scotland 










7 peças, OdS and 82%, 
* Sabre Wulf 133.970 and 99% A. Seymour, Perran Porth, Cormwáll 1º 
4 Zz600M 260730 with 18 waves 
Ant Attack 45.284 and 10 peopla Tribbie Trouble 18,380 
Past 30,065 Adam Thomson, Shoreham, W. 
Bear Bovver 12,000 SUSSOX 
| ' -Jetman 414,0000n99 Lamar detran 300 000 ni > 
[E Sabre Wuh 97,420and67% denso is j 
E James Eare, Harrow, Middx 
| Monsters in Hell tOQA (kitis) 
| Chuckie Egg 34,680 0n 31 ope iria pls 
+ Baniel Beanland, Oskham, Rutiand Trashman 10 379 
Sabre Wulf 92,955 and 745 aii | 
Andrew Hawkes, Sheepy, Kent 30,325 
| : Alan Grier, Ayrshire, Scotland 
EAN That'sitforthis month. Keep'the 
EM scores coming (and climbing) and 
remember, honesty's the best policy, 






keep your testh clean, wash behind 
2a, 8 E your knees and you too could become 
- 
O 







a hi-scoring freak and climb to the 
La 
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MONTHLY 
CRASH QUIZ 


THE MONTHLY 
CRASH QUIZ 


This month's CRASH QUIZ has been sent m by Peter Lloyd of Redaitch, 
Worcestershire. I's something of an oddity as word puzzles go, and we thoughá 


ANSWERS TO 
COMPETITIONS IN 
THE JUNE ISSUE 


BLADE ALLEY COMPETITION 
t. Zaxxon (we accepted Zaxxan and 





R worked rather well. There have been no editorial alterations with the siight 2 Asterokis, ck Fighlers, Saucers. 
| | oii do ic ad Hoppers (accepted Giant Space 


Below are two grids. The listed clues belong to the vertical grid. Wien you 
think you have solved the clues enter them on lhe appropriatehy lettared lines on 
the vertical grid. All the squares here, you will see, are coded. Now transter the 
letters to the comect coded square onthe bottom horizontal grid. Reading along 
ha Enas, the names of several software houses should appear (2 of them no 
borges with us!) If you manage to complete any of the horizontal grid before lhe 
vertical, just transfer the laiters to the vertical grid to help. If you get it all comect, 
then the name of a piece of major soltware should be revealed by reading the 
heavily outiined squares in the horizontal grid In order line by line, 


Station) 
Personal Soltware Services 
The file Blade ÁAliey' appeared & 
tir nas 
30 appeared six times. 6 x 3 = 18 
*595:= 1074 (we accepted 107) 
«your shadow on the ground 
Other tes include: Guardian, Les 
Flics, Panic, Light Cyctes, Deep 
Space, Ghost Hunl, Maze Dealh 
race, Electro Storm, Hopper, Krazy 


ST 





| Whatwe want to know s7 What's the name of the plece of sofware? 


o Kong, M, Coder 

Answer on a postcard please to CRASH QUIZ, PO BOX 10, LUDLOW, B Be NO A RR 

SHROPSHIRE Closing date is August 30. The first tiros correct animation 

entries drawn from the bag will each receive £25 worth of software and a C 
| E HOBBIT 
| CLUES 1. JR Tolien 
| A TheGolden Key . F & Inghsh 
| B Relatively speaking, the subject of Barnabee's antics a 3 Smaug | 
| C Derek and Quicksilva's adventure Villain 4. Philip Michel 

D The Dream Makers H 5. .. Continue their lives independenthy 
E Where you seek out C tor words to that effect, we also 
| F Spooky offering from Games machine | é e cor E a 

G Micromega'scodename J Malbourme, Australia 
H — Out; from the Game Lords - 7. Other títies include: Penetrator, 
| | Featuring an intoxicated Piman K Terror Daktils, Melbourne Draw, 
| J Another and older computer, Alladin's perhaps? i HULALG,, Mugsy, Classic 
| K Inifially speaking Ocean's Eskimo o Adventure, 
| 'L Apieceof musical programming | M | ja e Dr 
| 5 E here N 10 M Prleetndi 

| MD". elo 


KOSMIC KANGA COMPTITION | 
1. Archaeologist we accepted explorer | 












sm e 


Ei 10 23 = 











3. Turns Cowardhy and runs away 
(compmits suicide, dies on its own) 
4. Treasure andor keys 
| &. Fires sideways and not up or dowr 
6. Titles include: Kosmic Kangal!). 
Invasion Forca, Ghost's Revenge, 
Cybolron 
?. Number ol-screens (as indicated nm 
the intro) is 200, maultiphed by lhe 
game's priça — 200 x 5.95 = 1190 
divided by 48K RAM = 24.78 
8, We said we d accept the answer to 
tha nearest millimetre and the 
and 'eamtih' on page 94 was amyttung 
between Bmm and Iimm depending 


Ê Br 
prEcEr 


The answers to last month's Crossword, | Results of the June CRASH QUIZ 


137 





ôn how you measured fl! 
| Yes, well. Loss said the better, stilithere was quite a response anyway! The first 
Eno A a STACK LIGHT RIFLE 
| NE | COMPETITION 
bg pç MINER, 30 ANT ATTACK, ATIC ATAC, and FLIGHT The invisible aliens were to be found ai 
grid references A1B and E7. 


| Thesecond anagram was a bit of a disaster too! k should have spelled out 
SOPHISTICATION butwas short of an. (You can'twin them al, can you? 
Winning a few though would be good!) 


The names of the five Stack Light Rifle 
Winners will be given next issue. Às YOU 
wii appreciate, there are far too many 
winning names to print them all tó tive 
olher competitions, but a list is avaliabie 
on application if you enclose a stamped 
addressod envelope. Winners will be 
notifigd Dy post. 


So the three winners are: Mrs B. E, Davies, Uxbridige Middx, Simon Read, 
Leamington Spa, Wanwicks, and Simon Thompson, Marcham, Qxon. 

The three runners-up are: Martin Knox, Betishetd, Nr Whitchurch, Saiop, Neil 
| Marshall, Dalkieth, Midiothian and Jason Underhill, Bromiey, Kent. 
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Now's your chance to getinto the battle zone with this 
Realtime which has caused a 


exciting new 3D game from A 
stir among reviewers! 










Aliyou have todo is an 


send the answers IN 
the 
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 Gatecrasher 


Producer: Quicksilva 

' Memory required: 48K. 
Hetail price: £6.95 
Language: machine code 
Author; Dave Mendes & 
Tony Beckwith 


Has your keyboard melted | 


away under the heavy artillery? 
says the inlay on this new brain 
teaser. Do you have night- 
mares" about swooping bird- 
men? Well, if so, this is the 
game for you. It has none of 
these. | 
This seems a litilê censorious 
of Quicksilva, who are responsi- 
bte for having swooped with 
many a birdman in their time, 
and brought much heavy artil- 
lery to bear as well! Gatec- 
rasher is, simply, a brain teaser 
about gates and barrels. Basi- 
cally you have to guide a num- 
ber of barreils through a maze to 
make them land in one of the 
nine boxes at the bottom of the 
maze, In the maze there are 
gates placed at 45º which 
change their angle every time a 
barrel passes them. This makes 
t essential to study the path 
through the maze for each bar- 
rel respective to where you 
want it to go — and do this very 
carefully. The 


moved left and right along the 
“top to let you drop a barrel into 
any of nine apertures. Addi- 
tionally, the pathways of the 
maze with their gates, may be 
-scrolted vertically to create 
atemative routes through. You 
are bt 20 barreis per level 
and there are seven levels, 

— On levels 1 to 4 you are tó 
place a barrel in each box, on 
levels 5 and 6 you must sort the 
box numbers into order, and on 
level 7, place a barrel in each 
box again. Level 7 may bo be 
reached after completing all the 
previous levels and achieving a 


barrel dropper at | 
the top of the screen may be | 








score of at least 15,000 points. 
On completion of level 7 the 
player is presented with a code 
tô break and a chance of win- 
ning £200. During the game you 
may (cause an earthquake 
which costs you one barrel per 
quake, but if rattles the gates 
and alters their present angles 
at random, which may be a 
help. Odd numbered levels tend 
to present easier mazes and 
even number levels are harder. 
There is no time limit. 


CRITICISM 


O Gatecrasher is a strategy 
game, and the idea and layout 
is fairly simple, but its very 
effective. | found the game to be 
both absorbing and challeng- 
ing. The graphics are good, 
though simple like the game. 
Ive a feeling this could become 
a sort of cul game — remember 
the Rubic Cube? 


O Thisis really a thinking game 
= no fast reactions or luck are 
needed here! | think a game like 
this might appeal to an adult 
market, whére forward planning 
is a must. All the graphics move 


very well. Perhaps it should be , 
played with two people as itcan 


become boring playing alone. ' 


O Gaiecrasher is a triumph of 
simple ideas over complexity. 
is a classic puzzle game, and 
uniquely something for the 
computer, unlike so many 
attempis to translate traditional 
“solitaire” games to the small 
screen, |t is an example of that 





Uniquely a computer puzzle, Gatecrasher demands concentration although it 


looks simple enough... 








old favourite question about 
how many grains of rice would 
sou end up with if you started 

one grain on square one of 
a a = two on the 
second, four on the third and so 
on, The resulting figure is stag- 
perna of course, almost unbe- 
levable. Gatecrasher has those 
soris of combinations possible 
inwhat looks relatively simple at 
first. The game has excellent 
On-screen instructions and re- 
quires no playing skill — just 
brains and a good eye! | thought 
twas fascinating and extremely 
playable.' 





COMMENTS 
Control keys: user-definable, 


two needed for left'right and two 


| forscrolling maze up or down, 
“ qnetofira 


e barrel on its way 
Joystick: Kempston, although 
most other via UDK 

Keyboard play: hardly 
essential, but responsive 

Use of colour: average, 
io use well 

Graphics: simple, effective and 
with very smooth movement 
Sound: simple tune, useful 
noises, otherwise nôt much to 
be heard above the whirring of 
the brain 

Skill levels: 1 

Lives: 20 barreis 

Originality: very original and 
unique to the computer 
Features: a competition which 
closes December 3, 1984 
General rating: if you enjoy 
puzzles, then this is excellent, 
perhaps a lítile pricey overall. 


Use of computer 73% 
Graphics 67% 
Playability 75% 
Getting started 80% 
Addictive qualities 73% 
Value for money 78% 
Overall 74% 





O 





Sand 
Scorchers 


Producer: Unique 
Memory required: 48K 
Retail price: £5.99 
Language: machine code 
Author: Philip Carlin 


Despite the cover, which might 
just tempt you to belive this is a 
dl like Ultimate's Tranz-Am, | 
Scorchers is a Tron-style | 

Cycle game for one player 
gainst the computer or two 
players. Instead of the more 
usual ultra-thin light trails, there 
are character block-wide colour 
strips. The computer starts with 
one black trail from the top left 
edge, then it adds a blue one 
from the top right, then a red 
from the bottom right and so on, 
getting more difficult with each 


| level, There is only one playing 


The object, as usual, is fo 
“drive around avoiding contact 
with a trail of either an enemy or 
yourself, not driving off the edge | 
of the screen or reversing on 
your own trail. The winner is the 
one to force the enemy cars into 
a spot where they have no- 
where else to go. 


CRITICISM 


O | really like to seo ires óde 
and exciting covers and fee 
they should be encouraged. But 
what does spoil things is that 
some games look great on the 
dulside and dont leave the 
same impression once loaded. 
This is typical of that variety — a 
spectacular sand  bugay' | 
explosion followed by a line | 
blocker type game (Tron). The 

ame was fast, almost too fast 

r keys and the graphics were | 
simple. A fairly typical example 
of this type of game. Not what | 
expected and not too hot 
anyway. 


0 Jamnotatall impressed with 


this game — primitive idea and 
primitive graphics. This is the 
sort of game | would have ex- 
pected Iwo years ago: There is 
some souno, but not much col 
our. Overall a very poor stan- 
dard on à high software stan- 
dard machine. Don't buy it 


O This is the most enjoyable 


| game of ils type | have played, | 


perhaps because the wider 
Stripes of colour, or trails, make 
it easier to see what's going on, 
Having said that, | couldn't re- 



































commend anyone to fork out 
money for this unless they are 
dead keen on Tron type grid 
games. There are so many ver- 
sions available (though this is 
reasonably good) and the game 
must have gone out of fashion 
months and months ago. Álso, 
the packaging is extremely mis- 
leading, with its racing, explod- 
ing picture on the cover and the 
biurb inside which says, Whilst 
driving your sand-scorcher 


you come under attack from 
other hostile sand-scorchi 
buggies." Sounds great, doesn't 
t? The game looks nothing like 
the description at all. Control 
responses are reasonable 
which ismt quite good enough 
| or à game of high speed reac- 
fon such as this. 


COMMENTS 


Control keys: user-definabie, 
four directions needed 


World Cup 
Football 


Producer: Artic Computing 
Memory required: 48K 
Retail price: 26.95 
Language: machine code 
Author: D. Campbell 


After the cassette cover, the graphics are a let down — not much sand scorching 
here. 





across the desolate wildemess | 


, i E 
Real live action on the serolling screen of World Cup. 






doystick: Kempston, Fuller, 
Protek, AGF, ZX 2 


Keyboard play: reasonable, 
good because of UDK 
Use of colour: poor 
Graphics: primitive 
Sound: simple tunes and none 
gta Lipe 
okill levels: 12 
Lives: 4 
Originality: hardly any 

| General rating: poorto fair 
Use of computer 70% 
Graphics 29% 
Playability 45% 
Getting started 55% 
Addictive qualíties 38% 
Value for money 40% 
Overall 46% 





be, there have been several 
contenders for the cup. Most 
concentrate on the strategy 


angle — the management of a | 


team. Only once has a game 
been released which is actually 
a graphic representation in 
which the player(s) control the 
actions of the team on the 
screen, and that was Star Soc- 
cer a Watson (no longer avail- 
able). 


Artic have released 


Now 
Since Kevin Toms and Addio- | World Cup. This game has no 
| five Games proved how popular strategical element, no selec- 
football game simulations can | tion of players according to their 








strengths, skills, temperaments 
etc., no jugaling with banks or 
balancing books. Word Cup is 
just football, the game. Owing to 


| the difficulty of coping with a 


number of large characters on 
the screen with fhe Spectrum, 
there are not eleven members 
in the opposing teams, only five 
plus the goalkeeper. 

Word Cup may be played by 
One player against the compu- 
ter or two players simultaneous- 


| Iyagainst each other. The prog- 


ram aiso allows between 1 and 
9 players to select teams they 
want to represent and will keep 
score and rn the cham- 
pionship. À pool of 40 World 
Cup teams is provided to 
choose from. 


The screen shows only a por- | 
tion of the playing pitch, approx- | 


imately the centre third, but 


| Scrolls left ornight with the action 


to either end's goal. In the back- 
ground, atmosphere is provided 


| by a wildiy waving, cheering 


crowd, while the continuous 
soundirack plays all 
hasily old football 
avourites! As with Star Soccer, 
the computer constantiy moni- 


| Aos the action and will take 


control now and again, moving 
the influence of action from one 
player to another on the field as 
appropriate, taking comers, 


| goal kicks and throws automati- 


cally. Otherwise the player has 


“full control over the actions of a 


layer in possession of (or fighi- 
na for) the ball. 


CRITICISM 


O Word Cup is an interactive | 


game, nowhere near as in- 
volved as Fooibal! Manager 
when it comes to strategy and 
decisions, but it does have play- 
er involvement in the matches, 
and is the only one as far as | 
Know for the Spectrum in which 
you actually move and control 
the players. The araprács are 
quite good, and the game is 
reasonable. The actual football 
Play is okay but not up to the 


those | 
Crowd | 





| CE rmen = 
e 


standard of such games for | 


“Other machines. Nevertheless, 


its Uniqueness makes it go0d, 
and its great as a two-player 
game. 


O There have been plenty of 
football games before, but 
vou ve never been able to join in 
with the fun properly before. In | 
this game you play the partof an 
entire team, actually playing — 
great! Playing against the com- 
puter is fine, playing against 
someone eise is even better 


fun. All the players move well 


Up and down the field; the man 
that you control is very respon- | 
sive, So à good simulation can 
be achieved. Detail such as 
crowds Wwaving and football 
tunes are great. This is the best 
interactive football game for the 
Spectrum and football fans 
should get it! 


O Im sure this is likely to prove 
a popular game, especially for 
those who like football and like | 
playing it. Artic have certainly 
done a good job considering tha 
difficulties on the Spectrum with 
colour attribute problems and 
overiapping characters. This is 
the one area where it fails for 
me a little. In a tackle itis hard'to 
see what is going on and some- | 
times hard to tell whether you | 


| have the ball or not, There aré 


loads of different tunes being 
played to add to the atmos- 
phere, li a they can be 
switched off if they're driving 


| youcrazy. Nice detail too, when | 


a match starts and the players 
run out from the tunnel or when 
they change over sides at half 
time. Pretty good.' 


COMMENTS 


Control keys: well placed for 
wo players — (1) 1/Qupidown, 
AY'S lefy'right - player (2)0/0 


| up/down, J'K lefy'right and 


bottom row to fire for both 
Joystick: ZX 2, Kempston 
Keyboard play: responsive 
Use of colour: used well with 
control players altering colour 


" Em F- a j 
a dl EM UT RUE ad À 
| “Cd A 
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| Course, 
| whichever 


for indication 
| Sound: very good, continuous 
ares into off facility, whistie 
| eftects 
Skill levels: 1 


“Originality: as far as the 
| Spectrum goes, nd Ea 


end id rating dos 

ove average Ut goaU o its 
type. 

Use of computer 68% 
Graphics 72% 
Playability 73% 
Getting started 70% 
Addictive qualities 77% 
Value for money 68% 
Overall 71% 





Virus 


Producer: Orange Software 
Memory required: 48K 

Retail price: £5.95 
Language: machine code 
Author: Simon Johnson 


Orange Software is very new 


| and this is their first program, 


accompanied by a letter betting 
we couldn't even get off the third 
level. Well we did — so there! 
The setting for Virus is New 
York. New York in this case is a 
purple coloured maze and ithas 
been struck by a dreadful virus 
which is not only killing every- 
one off, but mutating the bugs 
the city is famous for into horític 
man-ealting things. Your job isto 
save the place by coliecting 
Culture Moulds and taking them 
to the laboratory. The levels of 
the game are split into 'suburhs' 
of New York — New York, of 
looks the same 
neighbourhood 
you're in. On each level you 
have to collect five moulds. the 
mould, a white object, dashes 
around the maze with a life of its 
own. Once collected, the lab in 
the centre of the screen flashes 
and you can dash to it. Once 
five moulds have been thus 
deposited you move to the next 
level. To make life difficult there 
are several types of bug. The 
green ones dram your energy 
and eventually Kill you off, red 
and vellow ones kill on contact. 
As the game progresses on 
each level, blue axes and red 
food appears. Axes save you 


from the bugs and banish them | 
for a few moments, the food | 


replaces lost energy. Finally, 
the centre track coniains a 
speeding centipede like a sub- 
way express, which moves from 
left to right at random but fre- 
quent intervals. 
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Axes, monsters, centipades and moulds make mara an unusual game. The culture 
mould is the brighter diamond shaped thing lower lefi. 





CRITICISM 


O If you want a super-smooth 
graphics ad e, dont buy this 
one. On the other hand if you 
want a fast, zippy and colourtul 
game which is above average, 
then read on. Virus is not super 
enough but it is a nice variation 
on the pacicentipede theme. It's 
tairly playable and fairiy addic- 
tive and geis better with each 
Eure: On the whole not bad at 


O lts surprising io find maze 
games like this still being nes 
veloped, because the 
is so old-fashionad. Dutinis oro 
does have many original fea- 
tures. Graphics are one block 
ano dont move very smoothly, 
but then again, who cares with a 
me like this — it's fun in itself 
here is a certain amount of 
simple animation in these very 
fast moving graphics. The ob- 
jects are easily recognisable, 
uiich is a must in these hypes of 
game where lhe collecting of 
objects is the point Colour is 
used well and all the characters 


are shown up very Brighily. 


Sound! is continuous with good 
squeiches and various other 
good sound erfects. | ihink this 
game is quite playabie, but after 
a while it tends to gel repetitive, 
as do most maze games.' 


O | suspect the proprietors of 
Orange Soltware are quite 
young, judogl the letter 
which Pa this tape. 
Their bet about the third screen 
was 500n undone, at least on 
the two slower levels (there are 
4). But the game gets progres- 
sively more difficult, with more 
bugs being added, and what 





starts ofi as a relatively ordinary 
looking maze game does de- 
velop into a pretty fast and in- 
teresting one. Colours are 
bright and the graphics, 


| although jerky, are fast moving. 


There 15 an unusual but sensi- 


| ble keyboaro layout. | found 
' playable and reasonab 


adalic- 
tive, but eventually lacking long 
playing appeal. mB 





COMMENTS 


Control tçã CA up/down, 

S/N lefv'right 

dt Kempston 
responsive 

Use of essi used and 

bright 

Graphics: small, reasonably 

detailed and fast 

sound: good, continuous 

okill levels: 4 speeds 

Lives: 3 

Inality: a very novel series 


ofi sas based on several older 
themes * 

' General rating: above 
average. 
Use of computer 69% 
Graphics 59% 
Playability 56% 
Getting started 65% 
Addictive qualities 56% 
Value for money 57% 
Overall 62% 
(mea Ae E Rag E 


| properky). 





3D Tank Duel 


Producer: Real Time 
Memory required: 48K 
Retail price: £5.50 
Language: machine code 
Author: lan Oliver, Andrew 


Onions, Graeme Baird 


We first reported on 3D Tank 


Duel two issues back as a news 
item, of interest to us at CRASH 
because Andrew Onions is a 
local Ludiow person (although 
Real Time operate from 
Leeds), and then again in the 
last issue's 3D article. Now we 
have a real production copy in | 
ils glossy black and silver cover 
(no hype here!) which incorpo- 
rates a few improvements on 
the preview copy first seen. 
Tank Duefis in the tradition of 
Battle Zone' type games which 
use “wire frame” or “hollow' 3D, 
and on the Spectrum follows in 
the footsteps of Artic's 3D Com- 
bat Zone and Rommeis Re- 
venge. A person representing 
both Artic and Crystal ia 
heard to remark to the people 
who produced this version t at | 
is was good but old hat. When | 
you consider how many pac- 
men, asteroids and berserks 
have been released with all the 
hype and fiurry of the biggies, 
arquing that a third version of 


| something is old hat seems 


rather premature. But in the end 
itis down to our reviewers. 
First off, our report that the 


om | game includes bDikers drew 
”, | snorts of amused horror from 


the programmers — they're sup- 
posed to be missiles — sorry! 

The screen display is split 
into two areas, a black one at 
the top containing score, hi- 
score and radar screen with 
sweep arm, and the larger, low- 
er area which shows a yellow 
deserl landscape with black 
background, and on which the 
enemy materialises. A large 
squared gun sight dominates 
the centre of the screen. The 
game is played against four 
different types of tank, flying 
saucers and missiles (which 
look likes bikes if you don't look 
in addition to the 
enemy, the desert is littered with 
various  shaped obstacles 
which impede progress if they 
are run into. 

Two points incidentally: firstiy 
only one reviewer was aware 
that one of the programmers is 
local (50 no Ludiow chauvinism 
should creep in!); and secondly, 
oba programmers hi-score to 

at at present is al 
31,700! ch did 








CRITICISM 


O '3D Tank Duel is the closest 
version vet to the real thing 
(Battle Zone). Hk contains the 
various tanks, missiles and 
saucers which explode 
chunks and fragments when hit. 
The movement is very good. 
Generally this is a very good 
version of a good arcade game 
- fl even includes new features 
like a more varied landscape, 
revolving radar dishes etc. This 
type of game is still very addic- 
tive even ifitis one of the oldest 
arcade games about, and this is 
one of the best versions, The 
tanks are intelligent — they will 
dodge behind obstacles; also, 
watch out for the missiles that 
leap over obstacles making 
them hard to hit. Great graphics 
- as close to the original as the 
spectrum could ever manage. 


61 thought that this was 
another Battle Zone rip-off type 
ame — but no, itis the real thing 
ut with more colour. There are 
sx enemies of varying intelli- 
gence although the easiest tank 
Is quite intelligent. Colour and a 
detailed city in the background 
has cheered the game up no 
and. All graphics are detailed in 
lheir own particular way, and 
the sound is the best | have ever 
heard for this pe of game. If 
you like Batile Zone' then 
milliove this excellent copy ofit.' 


O if anyone thought 'Battle 
cone' was played out on the 
spectrum, think again. This is a 
highly playable, addictive and 
intelligent piece of software. 
This type of game usually plays 


| quite slowly, but Tank Duel is 
| fast - enemy tanks reappear on 


screen after shooting one much 


into | | 


Good, blocky, realistic explosions 


faster than any other game | 
have seen, and they move 
quickly on the screen too. The 
3D efiect works excellentiy. For 
instance, if you destroy a tank 
and the chunks fly up into the 


air, they will pass over your | 


head if you drive forward, and 
retreat into the distance if you 
back off. Also, each tank ex- 
plodes into its component parts 
in an individual way. Sound is 
well used, wilh a realistic 
grumbling noise of your engine 
ticking over, revving when on 
the move and idling again when 
stationary. The missiles are de- 
vilish to avoid, weaving as they 
approach at high speed and 
leaping over any obstacles in 
the way. They underline that the 
speed of these graphics are the 
fastest 
Very addictive.' 


COMMENTS 


Control keys: Tank Dueluses 
an unusual combination of keys 
to simulate the movementof a 
real tank, te. lefttrack forward 
and backwards, night track 
forwards and backwards. 


tin this type of game. | 


Reviewers comment that 
although difficult at first to get 
used to, the effect is good 
Joystick: Kempston, ZX 2, 
Protek, AGF 

| Keyboard play: responsive 


Use of colour: limited by 
nature of game, but more varied 
than usual 


| Graphics; wire frame 3D with 


complex use, fast and smooth 
Sound: well used and varied 
Skill levels: 1 

Lives: 3 

Screens: continuously scroiling 
over infinite area 

Originality: obviously not all 
that original, but the best 
version yet, and scores on 
trying to outdo the others in look 
General rating: playable, 


| addictive and very good value. 
Use of computer 80% 
Graphics B6% 

' Playability 83% 

Getting started 83% 
Addictive qualites 82% 
Value for money 81% 


83% 


Overall 
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Cavelon 


| | Producer: Ocean 


Memory required: 48K 
Retail price: E5.90 
Language: machine code 
Author: Christian Urquhart 


| Ocean have done rather well at 


taking British arcade machine 
games and translating them | 
(officially) to the smaller screen. | 
Cavelon is another “official ver- 
sion for the Spectrum and Com- 
modore 64. The Spectrum ver- 
sion has been done by Chris 
Urquhart (Transversion and 
Hunchback)| and sports an ex- 
cellent title screen designed by | 
D. Thorpe. Basically itis a large 


| maze game, one screen high 


and several in width, scrolling 
as your man moves across. 
Medieval themes are uncom- 
mon on the computer. Here you 
play the part of a gallant knight 
out to rescue Guinivere who 
has been imprisoned on the top 
floor of a tower. There are six 
levels to ascend and the only 
way to get from floor to floor is to 
collect all the pieces of the door 
which have been dotted around | 
the maze. Knights and archers 
will try to stop you. They march 
around randomiy all over the 
place. Your only defence is the 
sword Excalibur which renders 
you immune for a short time, 
possible, 
Excaliburs should be saved up 
tor later levels where they are 
really needed! 











At the start you see your 
knight ride up to the castle, 
squeal to a halt and dismount 
from his steed and enter the | 
castle. Between each level 
there is à screen showing your 
Knight mounting the tower stairs 
to the next level. The playing 
screen is a square with a status 
panel to its right showing score, 
hi-score, bonus points 
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(achieved by collecting objects 
other than door pieces on the 
way), a red graphic of the door 
itself which fils in white with 
each piece collected, your lives, 
and Excaliburs availabte to you. 


CRITICISM 


& Cavelonis a difficult game to 


form an opinion on. | feel thatit | 


“is one that you will either like or 
| dislike (with no indifference). | 
enjoyed it and thought É was 
very good. The graphics are 


good, as is the sound (only a | E 


handful of Spectrum games 
have a tune running throughout, 
as this one does). On the whole, 
| very good, but not quite in the 
Spectrum super league. 


O This must be one of the new 
generation of maze lype games 
— it's a very simple idea but with 
plenty of js dao Md com- 
tent and action. The game is so 
simple an idea it just leads to 
compulsive playing. The whole 
structure of the game is most 
| enjopable. The graphics are 
quite colourul, lhey move 
quickly and smoothly. Sound is 
continuous with no orvof switch 
- this could drive you crazy. A 
ape game and well worth 

uying even if its only io see 
what's on the top floor" 


O '| saw Cavelon first on the 
| C64, by about a few days, and 
was impressed. So was a 
pleasure to see it on the Spec- 
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Greensieeves and a hey nonny ho as you dash to the rescue. 


trum, and an even bigger plea- 
sure to find that this is one game 
which actually looks better on 
the Spectrum as well as playing 
better. The Spectrum version is 
a much tougher e and so 
more addictive. Although vou 
are armed with arrows, | like the 
way archers when hit tum to 
a second 
arrow hit will get rid of them. À 
good looking game and an 
addictive one. 


| COMMENTS 


Control keys: S/X up'down, 
NYM lefy'right, A fire arrow, SYM 
SHIFT for Excalibur zap button 
Joystick: Kempston, ZX 2 
Protek, AGF 

Keyboard play: good positions 
and very responsive 

Use of colour: good 
Graphics: good, smooth and 
well animated 

Sound: effects with continuous 
medieval theme tune 


| Skill levels: each screen 


pRBrSco ey harder 
Lives: 3 








| Screens: 6 playing screens, 2 


intergame screens 
Originality: very good 


| General rating: addictive, 


playable and very good 
generally. 

 Useof computer 78% 

| Graphics 86% 
Playability 88% 
Getting started 87% 
Addictive qualities 88% 
Value for money 88% 
Overall 86% 





Beaky & The 


Egg 
Snatchers 


Producer: Fantasy 
Memory required: 48K 
Retail price: £6.50 
Language: machine code 
Author: Bob Hamilton 


| As we reported a month or two 
back, Fantasy have given their 
super hero Ziggy a holiday, and 
in this, their new game, a new 
hero emerges — Beaky. Beaky 
lives on the planet Crackit, and 
the place is of the type that 
would give David Attenborough 
shivers of ecological pleasure. 
This is survival of the fittest. As 
| Beaky your task stretches 
across three screens of furious 
activity and the aim is to raise 
more Beakys like yourself. 
Don't worry — this is no sex 
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Above: the first screen. Below; the Froogle attacks 





education game 
broody habits are restricted to 





saving eggs, hatching them and 
feeding the resultant chicks. 


In effect there are 12 different | 


screens, consisting of three dis- 
tinct phases. The object is to 
rear four generations of Beakys 
to complete the game. Beaky Is 
an Andromedan Condor and 
possessed of magical powers, 


he also spits magic seeds which | 


kill off his agressors. In the first 
screen the Eggsnaltchers have 
robbed the nest of its eggs. 
These can be seen dotted ab- 


| out on the five platlorms above 


the nest. Eggsnatchers keep 
materialising and then picking 
up the eggs. After a second or 
two they dematenalise with the 
egg. Beaky must fly around res- 
cuing the eggs. Because they 
are too heavy to pick up, he 
must wait for an Eggsnatcher to 
get one, then shoot the beast 
before it dematerialises. The 
egg is dropped and falls, Beaky 
must zoom down and catch 1 
before it drops and smashes, 
eventually landing on the nestto 





—- Beaky's 


—— 


e e Te 


| deposit it. Contact with an 
| Eggsnatcher will cause it to de- 
| materialise with a resultant loss 

of some of Beaky's magical 


power, When all power is lost | 


the game is over. On subse- 
quent levels poison green eggs 
will fall into the nest. These are 
best shot out of the air as they 
destroy the already collected 
sogs one at a time. Leaving the 


first phase is up to the player | 
and is a strategical decision. | 


Too soon and you won't have 
enough aros - t00 late and 
here won't be enough magica! 
power tO sustain you through 
the next two phases. 

Having collected some eggs 
hey must now be hatched out. 
For this they need warmth. For- 
iunately they only take two mi- 
nutes to hatch, However life is 
made difficult by the snowilakes 
which keep dropping on the 
nest lowering the eggs temper- 
ature, These may be shot at, in 

| which case they tum to water, 
which has-less effect. Another 
shot when the drop turns blue 
will vapourise altogether. If the 
temperature drops to zero an 
egg will be lost. On top of this is 
he Froogle (claimed to be a 
úistant relative of Googly Bird 
from Doomsday Castle), which 
hops slowly along and flicks 
iquid nitrogen into the nest 
e a drop in its tempera- 
iure. Froogles are dissuaded 
from this unsavoury habit 


Shooting the spheres which | 


ioat around and causing their 
central nuclei to fall on the 
Froogle's head. Contact with a 
Froogle causes severe deple- 
tion of magic power, 

successfully hatching out an 
coa takes you onto phase three 
= feeding the chick. This is 
accomplished by catching large 
quantos of a green flying 
worm and taking it back to the 
Chick. The worms are not easy 
lo catch, being naturally shy of 
vicious Andromedan Condors. 
More Eggsnatchers will appear 
in this phase (they also like 
green fiving worms) and will 
drop missiles into the nest, 
iurher depleting any food you 
have already collected. Rearing 
a chick through this phase re- 
| turms you to the first at a higher, 
«more difficult level. Completing 
all four levels will result in a 
hi-score code appearing for 
Fantasy's Hall of Fame (as well 
as Lloyd Mangram's Hall of 
Slime). 


CRITICISM 


O This is one of those games 
which starts off fairty difficult and 






you. Hhought the graphics were 





“| mateo. and 


boring but gradually grows on | 


a bit of à come down after 
Doomsday Castle although the 
animation is quite good, Beaky 
has a mind of his own and is 
hard to control, especially when 
landing. The game becomes 
progressively more interesting. 
Colour and sound are well 
above average.  geis to be 
very addictive although | still 
think DDC was a better game, 
but certainly worth buying. 


O Faniasy cerainty go in for. 


dat with a lot going on, and 
Beaky is no exception. There's 
a very long and amusing set of 
instruclions with the game 
objectives and methods of play 
very clearty laid out. It's just as 
well, because Beaky is hard to 
get used to at first. The controls 
are simple and gooo, left, night, 
flap and fire, but he has an 
inbuilt instrument tanding sys- 
tem which means he operates 
quite erratically (it seems at 
first. Once mastered the 
game stops being unfortunate- 
“po de becomes plain hard! 

Eggsnatchers, particulany, 
are well designed and ani- 
the graphics 
inroughoul! are very good in- 
desde There pe much 
going on as in DDC but saving 
eggs is swealy work. Mt first! 
thought the fact that you can exit 
phase one on your own deci- 
sion lowered the playability and 
point of the game, but in fact its 
very much a case of ioo many 
or ivo few eggs. You have to be 
caretul in deciding when to go 
on to the next screen, In the end 
Ihink Beaky lacks all the excite- 
ment and addictivity that 
Doomsday Castle had, but it's 


certainly a good game and very | 


origina! and very playable.' 


O After realhy enjoving Fan- 
tasy's last two productions | was 
really looking forward to this 
one. But | was somewhat dis- 
appointed with it. The game has 
great graphics (perhaps not 
quite as varied as usual) andítis 
highly original. kh just didn't 


seem pi Ap os or addictive | 


to me. The bird is difficult to 
control so that you can get in 
00d shots ai your enemies. 
Perhaps Fantasy are trying to 
be too adventurous. Still it is 
above average to the point of 
being good.' 


COMMENTS 
Control keys: preset- O/P 


lefyright, Q lap, Mire, E quit(to | 


next level), but keys may be 
user-defined 

Joystick: Kempston, ZX2, 
AGF, Protek 

Keyboard play: very 





Dotiy 





responsive 

Use of colour: very good 
Graphics: smooth, large, 
detailed and very good 
Sound: good noises, not too 
muchofit 

Skilllevels: progressive 
difficulty 

Lives: lhe magic you're given 
Screens: 3 

Originality: very original 
General rating: quite mixed 
feelings between the reviewers 
— we felteveryone was trying 
too hard to compare itto 
Doomsday Castle — which 
ranged from above average, to 
good, to very good. Generally 


recommended. 

Use of computer 66% 
Graphics 83% 
Playability 70% 
Getting started 83% 
Addictive qualities 71% 
Value for money 75% 
Overall 75% 








Producer: Dollar Soft 
Memory required: 48K 
Retail price: £5.95 
Language: machine code 
Author: R. Stevenson & P. 
Durbidge 


Dotty is a pacman variant with 
three different mazes drawnin a 
3D perspective. There is a dot 
gobbling orange, four multi 
coloured ghosts and four power 
pilis in the shape of the doliar 
ps do What makes this game 
different is that the mazes are 
not drawn with single dot-wide 
Coridors, many areas are two, 
three even four dots wide, 
There are also 'rooms' which 
are dangerous to enter as there 





is only one exit, also very long 
corndors with the attendant risk 
that you may get trapped. 
The object of the game is 
quite traditional, eat up all the 
| dots and avoid being eaten by | 
the dedos Alter ealing'a power 
pill the ghosts tum blue and may 
be eaten in tum, Each maze is 
faster than the one before. 


CRITICISM 


| 0 Thisisa 3D pacman variant. 
The 3D effect is quite good on 
the maze and does catch you 
out when the game speeds up | 
nto an impossible level. 
Graphics are small but colour- 
iul, and move quite smoothly. 
The large maze makes the 
game quite playable — as far as 

Spectrum pacmen go.' | 


O There are a few problems 
with this game, but | would have 
to say that | found it strangely 
aduiciive to play and one of the 
most enoyable pacmentype 
game on the Spectrum that | 
have played. The large mazes, | 
each with a warp lunnel some- 
where, are cleverly designed to | 
make life quite difficult, espe- | 
cially, at the higher speeds. 
Added to this, the graphics are 
very good sprite animation, 
move smoothly and very fast 
Colour has also been well used, 
E fia on the 3D maze. This 
30) does have a minimal effect, | 
making it hard to get some of 
the dols. There are two very 
neat touches. When you start, 
your orange is nowhere in sight, 
but moving him vp or down, 
causes him to appear from a 
wall as though materialising. 
And when he is hit by a ghost 
the effect is very good, about 
lhe closest to the original | have 
seen, The problems are control 
which is very sluggish on a 
spa) better on the keyboard, 

Also the ghosts give no warning | 








Firstof three mazes with multi-dots in Dothy. 
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nhen about to cha colour 
from edible blue to d 

full colour again. If you eat à 
ghost it effectively reanpears 
instantly somewhere else in the 
maze. There are no bonus fruit, 
Despite the control, ! thought 
this was a pretty good version | 
and well worth adding to the 
collection." 


O This version of the pill 
popping arcader has very bright 

lours and is a close copy of 
the original — 
The 











copy of the original | have seen. 
But there are so many pacmen 
versions around, | wonder 
whether this can compete." 


COMMENTS 


Control keys: positions, 
CA up'down, OP left'right 
Joystick: Kempston 

É ard play: very 
responsive 

Use of colour: very good 
Graphics: small, one-character 
size, but smooth moving 
sound: average 

Skill levels: progressive speed 
Lives: 3 

Screens: 3 

' Originality: the game type isn't 
original, but the variations are 
General rating: a well paced, 
addiclive pacman type, above 
average to good. 


Use of computer 
Graphics 
Playability 

Getting started 
Addictive qualities 
| Value for money 65% 
Overall 68% 
E E cn 


Jack and the 
Beanstalk 


Producer: Thor 

Memory required: 48K 

Retail price: £5.95 
Language: machine code 
Author: Steve & Chris Kerry 


As a fairy tale, Jack and the 
' Beanstalk is a celebration of a | 
Country-bred idiot making good 

through never knowing the 
imitations of his own idiocy — or 
perhaps, more fairly tale, it's the 
story Of how mankind prefers to | 
believe in the magical prop- 
eres of things rather than in | 
good solid common sense, | 
Jack, of course, is the lad who 
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" Giant's treasure, escapes and 


| facing the player is (a) discover 
| the route up the screen — any 


| go08e and escape before the | 





took his poor family's cow to 
market and on the way met a 
man who offered to buy it from 
him for a bag of magic beans. 
Though eostracised by his 
understandingly distraught old 
mother, Jack plants the beans 
and a giant stalk grows up to the 
sky which Jack climbs in search 
of fame and fortune. As luck 
would have it there is a giant's 
castle up there and after several 
adventures, Jack steals the 





plunges the evil monster to his 
death by axing the beanstalk as 
the giant chases down it after 
him. | you ask me, my e 
pathies are with the giant, Fes 
Fi Fo Fum. | 

So much for the intro, by the 
time the game has loaded all 
the agricultural drama is over 
and the beanstalk is in full 
bloom, There are several 
screens, the first being the base 
of the beanstalk. On each 
screen there is an object to be 
collected, without which you 
cannot get off the screen. On 
the firstitis an axe. The problem 


other than the correct one will 
result in death, and (b) avoid the 
various lethal creatures flap- 
ping, slithering and jumping 
around, 

Each screen has different 
graphics, which means learning 
each one as you go, and the 
overall object, Of course, is to 
coliect the money, the golden 


giant gets you. 
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0 Jack and the Beanstalk is 


| and colour. Unfortunately the 


| This game has 


ipa - i 
de iate 
Tie Hr 


the trustrali ts. Skilllevels: 1 
e cd cido Lives: 4 
O Jack and the Beanstalk has | Screens: multiple 
Currah Microspeech facility, but | Originality: undoubtediy a very 
| found a lot of what's said is o e 
indecipherable and it slows the General rating: perhaps too 
ame down -enormousiy. | frustrating to be completely 
Another irmitaton is the | playable and addictive. 
between-lives routine which is 
prolonged and very soon drives | Use of computer 74% 
you mad with frustration. The Graphics 78% 
game would have improved Playability 80% 
Getting started BE % 
Addictive qualites 62% 
Value for money 68% 
Overall 68% 
E es corno 
HOW THE RATINGS WORK 
| Under 30%  awastroltime 
I1-40% generaliy poor, bul may appeal 
some 
d1-50%% Ever 
E a 51-55% reasonabie if type ol game 
Ar ENE enjoyed 
EL 56-60% good an most counts 
rogo É 61-708% generally recommended 
PRE SE 180% mghhy recommended 
o a pls B1-90%4 Hewitt tha Elritici Empire 








several points in my estimation 
fl had been able to cutit out 
and on with the next life, 
Graphics are very colourtul, well 
drawn and lively and the 3D 
effect has been used well on the 
second screen — almost too 
well, since jumping has to be 
calculated to the millimetre — not 
easy in 3D. In the end this is an 
excellent looking game which is | 
almost totally spoiled by the 

over-cleverness of the content 
| and which expects a lot of pati- 
ence from the player .' 
















































CRITICISM 





one ol the most frustrating 
games | have ever played. The 
graphics and movement are 
very good, so too is the sound 


instructions dont make the 
point that it is impossible to get 
off the screen without having 
collected an object first. On dis- 
covering this, lite ismtmade any | 
easier Decause of the finicki- N 
ness of the program in only | É a 
alowing the minutest deviation ES 


a pre-planned route 
COMMENTS 


through each screen. 
O Read the instructions care- 

Control keys: W/E leftright, 
OK up'down, OQ = jump, 


fully — | didn't and got stuck on 
the first screen for almost two 
days. Graphics are very nicely 
drawn and are very coiourtul | P=fire E 
The colours of some moving cd 
items have been poorly chosen, | 

: à green background wi Keyboard play: responsive 
olomir “ed É Use of colour: very good 

generally with only a few 

attribute problems 


yellow ink. Most of the game is 
rustrating due io the laws, 
Graphics: very po 
Sound: good, Microspeech 
siows game down 





don ts and cannots. The sound 
is good but tends to drag on. 
ty of play- 
ability potential if you overcome 



















| Above 90% moecis fal 
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Rapscallion 


Producer: Bug-Byte 

Memory required: 48K 

Retail price: £6.95 

Language: machine code 
| Author: Albert Ball 


You are in low spirits — no, really 
you are, because your arch- 
enemy the dreaded and ugly 
Hapscallion the Rogue has 
seized your crown and castle 
and thrown you in the dungeon 
to rot. Aren't you feeling low? 
So starts Bug-Bytes new 
arcade adventure. Fortunately, 
here are a lot of friends around 
to help including the fairy prin- 
cess who comes to you in the 


bird so that you can escape and 
begin your 
From here on in you are into a 
large maze type game which 
requires nimble fingers, quick 
thinking and has overtones of 
an adventure, 

Rapscallion isn't just a maze 
game. certainly contains small 
mazes, many of them, but each 
of the many screens is inter- 
linked to form a larger maze. In 
each screen something difte- 
rent happens. There's the din- 
ng room with two gigantic 
iaces, their mouths opening 
and closing, ready to catch the 
unwary entrant from the door of 
another room, there's the fiery 
| fumace, the snake pit, the dan- 
| pe arsenal and so on. 
| Basically the labyrinth is split 
cinto three domains, the 
| Wilderness, the Magic Labyr- 

inth and finally the Castle. In 
the wildemess your quest is to 
“Iind the key to the magic labyr- 
“'inth. To do this you will need the 
power to see it and the magic 

shield to protect you from the 
seepy guard. In the labyrinth 
you must find the pixie with 
magic eye which will enable vou 
lo-see the three wizards who 
guard the castla entrance. You 
get into the castle when the 
drawbridge is lowered, but that 
wil alenr Rapscalion who 

Knows you have escaped and is 

on the rampage. 

Throughout the quest you 
| make take the form of a birdor a 


| fy, Each has its own advan-| 


tages and drawbacks. Flies 
have little trouble with cats but 
are in danger of spiders and 
irogs whereas birds are in trou- 
| bla with cats and falling spikes 
but arent too worried about 
frogs and spiders. Changing 
irom one to another costs you a 
Hle. On your route you will en- 
counter pixies who may be 
neiptulifthey re in a good mood, 


dungeon and tums you into a | 


counter-attack. | 
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and give you valuable informa- | seems to work rather well. They 


tion. Here and there you will see 
gems, which when touched 
may also offer up information or 
an extra life. 

HRapscallion is hard to explain 
adequately, because it contains 
many inter-linked complica- 
tons, which is what ados the 
adventure element. But the 
tape contains an insert with 

ute comprehensive instruc- 
tons as to what to expect and 
how to play Rapscallion. 


CRITICISM 


O This is an | exploring' 
adventure game. lt has many 
locations which are very varied, 
which means the game has 
enough changes in it to make it 
exciting. The graphics are of a 
teletext' type, ie. chunky. This 


call à an animated cartoon 
adventure. lts definitely a great 
animated explore but not a true 
adventure. | enjoved it, think it 
will be a hit, and want to come 
back for more, 


O What surprised me at first 
With this game was the use of 
teletext' type graphics, which 
move in blocks! Despite this you 
have the advantage of moving 
smoolhly. Several things in the 
game impressed me and sur- 
priseo me — running into an 
electric force field allows you io 
move around the rooms at a 
much faster rate for a consider- 
able time, Pixies seem to be 
very happy and informative and 
these add a nice iouch to the 
otherwise aggressive game. | 
tunk that this game has many 
adventure  qualities  whero 








| severa! items must be found 


before finding your way into the 
next stage. Sound and colour 
have been well used. A game 
that is enjoyable with long last- 


| Ng appeal. 





O 'À neat touch occurs when 


| You tose a life. You tum into a 


ghost. No you're not exactly 
dead, in fact you carry on 
wandering around the place 
without getling harmed by amy- 
thing. On the other hand vou 
cant do anything towards 


| finishing the game either, so it's 


back to your body, press the 
change key, and hey presto, 
you're back again, bird, fi 
whichever. The graphics look 
more like the blown up drawings 
of Spectrum graphics you see 


] 
] 
| 


on a designers pad than the | 


ones we are useo to — a bit like 
those used on Oracle or Cefax 
on TV. Very clever, butall quite 
well animated and detailed, 
Hapscallion has a lot going for it 
with all the locations and does 
require a bit of forward thinking 
to make best use of your lives/ 
changes to get through. Original 
and playable with quite a lot of 
addictivity. | would recommend 
t as a qood game, although 
overal | wasn't sure whether to 
be impressed by the graphics or 
disappointed —- not that they 
spoil the game anyway. 


COMMENTS 


Controlkeys: Dor P/A or 
ENTER up'down, CAPS or 
SYMISPACDE or Z leftright, 1 or 
Oto change 

Joystick: ZX 2, Kempston, 
Fuller, Protek, AGF 
Keyboard play: good 
positions, very responsive 
Use ofcolour: very good and 
varied 

Graphics: large, chunky, 
varied and smooth moving 
Sound: excellent 

Skill levels: 1 

Lives: 6 at outset 
Originality: very original 
General rating: playable, 
addictive and very good, 





| Use of computer 85% 
Graphics BE % 
Playability 86% 
Getting started 805% 

| Addictive qualities 87% 

| Value for money B6% | 
Overall 85% | 
ES ER = té. 
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Canyou break out of the factory: 
We didn't! 


+. 100 and 110 
games to be 






Factory 
Breakout 


In last month's issue of CRASH Poppy Soft's 
latest game FACTORY BREAKOUT was rated 
at 90% and a CRASH Smash. In the review we 
said there were three different screens and 
showed their pictures. The thing is —- we 
weren't quite right - THERE'S A FOURTH 
SCREEN in there somewhere. 


So together with Poppy Soft, we're offering good arcade players the 
chance to win some more Poppy Soft games. Allyou need is a copy 
of Factory Breakout (in the shops now, or available direct from 
Poppy Softor CRASH Mail Order Department) and a set of nimble 
fingers and good eyes! 


The question |s very simple (getting the night answer may be a bit 
harder!): 


Identify in detail what happens on the fourth 
screen of Factory Breakout. 


The first hundred correct entries out of the bag will each 
receive a free game (not Factory Breakout of course) from 
Poppy Soft. The first ten correct entries drawn will receive, in 
addition, an advance copy of Poppy Soft's next game (due 
around December). And the first drawn from the bag will 
also receive £100 on top! 


The next Poppy Soft game is provisionally titled Wizard's Lair. 
although this may be altered before its release, and itis a 3D 
arcade adventure game set in 250 locations. 


The FACTORY BREAKOUT COMPETITION will run for two 
months and there will be a reminder in next month's issue. So 
the closing date for this competition is September 27. 
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Answers on a postcard (or outside of a sealed envelope) 
please, sent to FACTORY BREAKOUT COMPETITION. 


CRASH MAGAZINE, PO BOX 10, LUDLOW, SHROP- 
SHIRE SY8 1DB. 
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Build yourself the most comprehensive manual on Spectrum 


Our fat binder doesn't just look 
impressive with its silver blocked 
CRASH logo and dark blue finish 
it's also strong enough to hold a 
years supply of CRASH away 
rom your friends! And its only 


software ever seen! Save your issues of CRASH month by month, “4.50 including postage and VAT! 
and turn them into the hard cover with the fattening soft centre! 
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PLAY TI kr STANDIN 


You'll probably stay there till 
someone pulis the plug! 

Controlling this nautical nightmare is 
stormy stuff, especially with only first 
officer C-Droid to help you. Is the old 
sailor worth his salt? Or is he just a 
Jonah? 

Dive down to your dealer now for 
the answer — but be warned — this 
game will send you overboard! 


Y 


== Pe E “ 
e mi dm Md p = 
aa — a » = ã [ 
Es ; - 
=" ma : - y 
- . Sea . 
E is | - ua | 
a p= Ê Sá 
eg q sem 


t- 


E 














ba mah, 
TIitid Lo 
REF 





Silversoft Ltd., London House, 271/273 King Street, London W6 9LZ 01-748 4125 
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FACTORY BREAKOUT - For the ask 7X Spectrum. Hel 


A— o 


For the 48K ZX Spectrum | 


BRINGS YOU INTO 
THE ACTION WITH 





k €AKOUT 








Pp £irky escape from the factory that's gone 


haywire. Three screens of thrilling arcade action. 100% machine code, super smooth animated graphics and 


amazing sound. 
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ap the micron rays to hatch out of the 





Dash across the conveyor belts on the 
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Battle against the many weird monsters 


egg capsule. reject line — don't let the killer canary in the Iift room. 


catch you! 


48H £K Spectrum 


PILI/A 
o RS ni ho 
[7///9 LASER SNAKER 
| É Ú for the 48K ZX Spectrum 
e io ” Gobble the eggs in the 
| plantation. Zap the 
agaranoids and vicious 
viproids to fight your way 


to the centre of the four 
mazes. 





£5.50 each including VAT and Postage 


SPECIAL OFFER ANY 2 FOR £7.95 
OR ALL 3 FOR ONLY £9.95! 


AVAILABLE AT LEADING SOFTWARE STORES 
DISTRIBUTED BY LIGHTNING RECORDS 


POPPY SOFT The Close, Common Road, 
Headley, Newbury, Berkshire. 


o o 


HANEHAN 


HANGMAN and io 
BOUNCE PANIC al 
for the 48K ZX Spectrum 

Two great games for the 


price of one! Graphical 
hangman is excellent for 
young children plus 
Bounce Panic — a great 
arcade game. 





POST NOW TO: POPPY SOFT, The Close, Common Road, 
Headley, Newbury, Berkshire. 


Plaase send me 


|] FACTORY BREAKOUT [ ] LASER SNAKER 

[ ] HANGMAN and BOUNCE PANIC (7 E5.50 sach | 
enciose a cheque/P.O. payable to: POPPY SOFT | 
Mira terracota SHQNAÍUPO .iissiieeiten RPA SEP AR R RR R S POLA 

or debil Pty ET eo Soh [ER Ea E 
Access No, A AU Ha NG a DP CU, PS 
Name Hi dera daa bo OND abs data aa ra di ce ça an a E 

(id 841 DROPS RR NAT nas A DLC a gr TD FE e ES Se EE 
AERSERI ORNE ve ed upa CU LCA CRER Post Cod... 



















Bugaboo n 
(Quicksilva) 


Of Both Bugaboo and 3D Ant 
Anack, we predicted great 
things” and went out on a limb 
“alter a few glasses of Quick- 


both games were in the top 
class. Evidently sales and 
| popularity in the CRASH HOT- 
LINE have borne this out, less 
perhaps in the case of 
Bugaboo. 
— Noone has ever beitered the 
loading screen sequence on 
Bugaboo, with its totally cine- 
matic titles. It's not necessarnily a 
point in the game s favour, but ft 
surely does get you in the night 
frame ot mind to play it. 


As the months go by and 
software improves, past hits 
seem to disappear out of mem- 
ory, Bugaboo is still one of my 
favourite games on the market. 
The graphics are among the 
best, and | rate it around the Jet 
Set Willy, Atic Atac class. Alter 
| seeing so much great software 
over the last several months, 
this game still has a fantastic 


of the best games produced for 
pu Spectrum, 


The thing that still strikes ab- 
out Bugaboo is the unusual and 
attractive screen layout. Butit's 
not only good to look at, ff's also 


game, as far as Im concerned 
still stands up well to later soft- 


its addictivity once conquered 
and | know a number of letter 
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PRA 
silva's champagne to say that | : 


addictive quality and is still one | 


cleverty designed to make life | 
difficult. Everything about the | 


ware. Any game loses much of | 





UFFINDELL 








writers have said that they 
don't want to play it again. Butto 
me, it seems that Bugaboo al- 
ways demands skill in timing 


É ay comme O and forward planning to beat it. 
pv se att es aq 
À Seo pn ari (Matthew) | wouldnt quarrel 
qa 1 Es, with any of the ratings in the | 
o | original review, and f anyone 


asks me whai should be their 
first game for the Spectrum | tell 
them, Bugaboo. 

(Lloyd) | wouldn't arque with the 
graphics rating or playability, 
perhaps the addictive rating 
was a trifle high — it has some- 
thing to do with the dragon! He's 

| anuisance! 
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Stillone ofthe bes, 
Bugaboo casually 
awaiis the end... 


As summer poises, ready for the onslaught of 
fab new games around Christmas, CRASH 
takes a look back at some of thê major games 
we have reviewed in the past to see if they (and 
the reviews) stand the test of time. MATTHEW 
and LLOYD MANGRAM take 
keyboard and reputation in hand... | 


3D Ant Attack 








(Quicksilva) 


Ant Attack has remained high in 
the HOTLINE charts since we 
started them, proof of the 
game's populanty with players. 


There have been many failing 
attempts over the last several 
months to get fab 3D effect 
graphics like Ant Attack = it's still 
one of the leading 3D games. 
Playing it now shows that much | 
more colour could have been 
added. Content and addictive 


* qualíties have dropped dramati- 


cally. Also a dese point on the 
graphics is thatif 100% (which it 
received in the oniginal review) | 
is given then nothing can beat it. 
| would now rate them at 74%, 


the reason being that they are | 


unimaginative and uncolourtul. 
Not such a good game itself but 
still worth buying just to see the 
3D effect. 

MU 





Oddly, Ant Attack came out with 
a much lower overall rating than 


' Bugaboo (85%) but of course 
| scored on the graphics, still to | 


be beaten in their particular 3D 


| effect. | think we were all a bit | 


overcome by them at first and 
failed to note that the game itself | 
isn'tso great. With the graphics, 
itisn'tonhy the city which works 
so well, but the animation of 
you, your rescuee and the ants 
is excellent  Incidentally, 
although it appears to be of no 
use, there is an ammo dump out 











in the desert, but it seems to be | 
nothing more than a visual gag 
put in for those players who 
nevitably were going to go off 
id 


(Matthew) | think | would wantto 
| about 5% off the playabil- 


Transversion 
(Ocean) 


Transversion was a surprise rave 
in the first issue of CRASH and 
the firstof a series of Ocean hits 
by Chris Urquhart with his 
inend, Nick Pierpoint. In the 
original review we said, 'A 
game that will not be tired of 
Basily. 


Transversion is still the best, | 
most playable and slightly less 
addictive game that it ever was 
= nobody's improved on it — and 
since there have been quite a 
iew attempts, it looks as though 
no one can! The graphics are 
small by today's standards but 

| pertecily adequate with good 
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colour and sound. If you want a 
grid game, this one is still the 


MU 


There have been faster and 
more complex versions of this 
ame but | don't think any of 
em has bettered Transver- 
sign. The success of the game 
then was its simplicity, and it still 
shines out. lts one ot those 


| you will eventually fail because 
your reflexes will not stand up to 
it. That makes it addictive. | 
really enjoyed getting this one 
out again. 








(Maithew) Use of computer 
(95%) looks very over the top 
by our reviewing standards to- 
day. The keys are good and 
responsive, but the joystick op- 
tons aren't so extensive. And | 


ity rating and some 10% off the | 
addictive qualities given origi- 
nally as the only real objective is 
to continually rescue your giry 
boyfriend and they are always 
in the same locations each 
game, 

(Lloyd) | agree. 


would drop the addictive qual 
ities to around 70%, but it's still 
great value for money. 

(Uoyo) | dont think | would 
quibbie with the review much, 
although the ratings for use of 
computer and addietivity do 
| seem rather high but | would 
ceriainly keep the playability fi- 


gure intact (83%). 
sa PS gg | EE ea 
pu y ao! goma io | * 4 
Sao o o | Oplat (Incentive) 
E) alt O 
| PR a E e ão | 


| Asahero figure, Zippy is lacking 
in charisma by today's heroie 
figures, people like Willy, Wally 
and Ziggy, but Splat! got a good 
| review because of the game 
itself, not for the sprite anima- 
ton. We said, This is a game 
with growing appeal and a thor- 
oughly mean, omery streak 
which guarantees its addictiv- 
ity. Were we night? 
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able game due to the fact that 
no set route can be taken. Most 
maze games do have a set 
route, but with Splat! you never 
know which way the maze is 
going to scroll, or what all of it 
looks like. Odaly enough, no- 


mind-bogaling games at which | 


think if | was reviewing it now, | 


| that the screen edge is your 
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| still find Spiat! an unmaster- | was fun, so | wouldn't change 


| Played it, but perhaps the rat- 


body else has brought out a | 


Cras Lack 







scrolling maze quite like this, so 
itdoes have a skill factor all oí its 
own. The time has gone when a 
character like Zippy is not ani- 
mated to some extent although 
most graphics (for this type of 
game) cannot be altered as 
playing the game becomes too 
complex. The game is still very 
piayable in itself although | can 
only play it in short doses. | 
thought that the majority of its 
charm had worm off due to more 
er and playable games. 


Perhaps the fact that the 
Computer velled “Yippee! atme 
when | completed a level had a 
lot to do with liking Splat!. liwas 
almost unique at the time. 
Splat's originality hasn't really 
been challenged in the sense 


worst enemy in this game and 
the serolling maze idea was 
certainly novel and gave the | 
ramo its playability. 


(Matthew) | wouldn't give use of | 
computer 95% — not with cursor 
keys for control, and | think the 
value for money (90%) was an 
over-ratina. 

(Lloyd) | always thought Splat! 
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my mind now, having just re- 


ings were over-generous in 
some respects like use of com- 
pd but | might be tempted to | 

mp lhe addictive rating 
(75%) up a little bit. 
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Fresh, attractive graphics make Push Of a still playable game. 


Push Off 





(Software Projects) | Maziacs 


Push Off was among the first 
releases from the newly formed 


| Software Projects, formed by 


- E E 


Alan Manton after leaving Im- 
agine, and the second Pengo 
type game from the Spectrum. 


With many of these types of 
game on the market now, Push 
Off has stood the test of time 
and | still thing that f's highly 
playable. Content in Pengo 
games is never very good, this 
is one of the better versions. 
The addictive qualites have 
worm off as lhere are many 
more content-high games avail- 
able (in a general sense). The 
graphics are good but with none 
É ag latest great animation. 





Pengo games were never my 
strength, so Push Of was. al- 
ways a favourite because of its 
tie frils. The bells to be rung 
(making the bugs dizzy so you 
can run them over) seemed a 
better answer than the electri- 
fied walls, and the fact that you 
can create blocks as well as 
destroy them made the game 
easier io control. Perhaps that 
indicates an arcade playi 
weakness, but | liked Push Off. 
lts graphics stand up well, bright 
and exceptionally smooth. The 
control keys were a bit awkwara 
ne of course, they still are! 


(Matthew) | would drop the play- 
ability (90%) and the addictive 
qualities (85%) down to about 


tUSo now, otherwise | would | 


think the review still stands. 


(Loya) | would drop use of | 


computer (78%) and playability 
If reviewing it today. The addic- 
tive qualities are a little over the 
top as well. 


100 CRASH August 1984 


(DK Tronics) 


Maziacs was one oÍ those vast 
mazes which began to be popu- 
lar about this time (excepting 
the 3D types). CRASH said it 
had 'plenty of appeal with lots to 
do and good animation. Overall 
B2%. 


This large maze/adventure 
game still has plenty of appeal- 


"ing qualíties although perhaps 


the action seems a little on the 


slow side — fights become long 
and boring instead of exciting. 
Moving graphics are detailed 
but the maze is very uninterest- 
ing. This does seem to detract 
from the game although it didn't 
when | saw it first, In retrospect 
the game doesn't seem to be 
very colourful now. Key reac- 
tons are slow. Unaddictve and 
boring. 
MU 
7 
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Maziacs stands up 
cause with the exception of 
Chuckman (Im sure Chuck- 
man borrowed the graphics) 
there hasn't been another game 
quite like Maziacs. Everything is 
large and bright, if somewha! 
unimaginatively coloured, and 
the animation we raved about 
then, still looks amusing and 
good today. For its onginali 

and playability, | would still sti 











with the review even if a few of 
the ratings may have paled a 
little im comparison with later 
games. 

LM 


| (Matthew) | would agree with 
now be- | 


the use of computer rating 
(80% ) because the keys are not 
very responsive. | would also 
drop playability nan and 
addictive qualíties (88%) — say 
down to the higher seventies. 
(Lloyd) That seems fair = | know 
the use Of computer was rated 
high because this was . 

the first games to have user- 
definable keys, but it's true that 
responsiveness to input has 
been improved a lot since. | 











Lunar Jeiman 
(Ultimate) 


This game was eagerly awaited 
after the thrilis of Ultimate's first 
game Jetpac. Would it be an 
improvement? Everyone 
thought so because Ultimate 
had insisted on being 16K be- 
fore — this was the first 48K 


game, 
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When Atic Atac appeared ab- 
out a month after Jetman's re- 
lease, Jetman seems to have 
been forgotten. | dont know 
wivy — it still greatly appeals to 
me; but has lost some of ils 
addictive qualities, which is odd 
considering it still has fantastic 
playability. If's the same frantic, 
impossible game that it ever 
was and is worth buying ff vou 
love fast, detailed shoot em up 
“Po 


My first reaction initially to 


* Jetman was all the keys — what 
“a handtul! Our review then said, 


Marvellous seems an inadequ- 
ate word. A statement | would 








still agree with now. Ultimate 
had managed in a short space 
of time and with very few games 
to establish themselves as a 


leading 
State of the art programs. Jdet- 
man was certainly ace. Today it 
is still playable, as wilness its 
popularity among hi-score 
freaks (who did not forget it 
when Atic Atac came out) and 
because of the massive nature 
of the game, remains as addic- 
tive as ever, Incidentally, recent 
rumours that trailers have been 
spotted in the game are purely 


software house with | 


imaginative, as Ultimate could 
not fit the trailer in the width of 
the screen. 

LM 


(Matihew) On use of computer, 
| would still argue that the many 
keys make it hard to play, but 
that responsiveness makes up 
for it. In general | would say that 
all the ratings were just a líitle bit 
over the top. 

(Lioyd) Well Em afraid | wouldn't 
change a thing, not even that 
extravagant 100% for money 
value. 


It would be rather sad as a statement on the software 


' business if games that looked absolutely wonderful a 


year ago, didn't look a little less so now. On the other 
hand something which is described as 'classical is so 
because it stands the test of time. The real point, | 
perhaps, is how many allowances you feel you have to 
make for an older game in order to allow it to remain a 
Classic”. Of the seven looked at here, we feel that 
Bugaboo (The Flea) and Lunar Jetman have stood the 


test of time best of all. 
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At first glance the size of the 
keyboard enciosure suggests a 
lot of hidden extras, but it soon 
becomes apparent that the only 
reason for the Cadillac propor- 
tions is the restricted choice of 
low cost standard keyboard en- 
Closures on the market. The 
enclosure size tends to dwarl 
the actual key cluster, The white 
and grey keytops are certainly 
the best seen on any Spectrum 
keyboard with excellent 
legends using the original col- 
ours for extended, symbol and 
caps shift mode functions. The 
key cluster has a moulded 
shape with the front row tilted 
and shghily projected which 
allows easier reading of the 
front row extended mode func- 
tons such as Beep, Ink, Paper 
BIC 


The key action usually gener- 
ates a lot of controversy 
amongst users, but from my 
own personal experience | 
found the action fairly light and 
giving a good feedback, 


We look at Advanced Memory Systems LO PROFILE keyboard. 
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it is surprising to see that over 1 year after the introduction of 
the first add-on keyboard for the spectrum, a flood of new 
keyboards are suddenty appearing on the market. Although 

expensive extra, the keyboards enable many owners to use 
their Spectrum for business applications. Certainly the major 
deficiency of the Spectrum is its moving ki 
quite an improvement over the ZX81 but still miles away from 
the full travel typewriter style keyboard of its competitors. 
Added to this the muli-role, single stroke per function keys 
have been a constant source of argument as to whether they 
are a merit of deficiency. The aftermarket keyboard should 
correct all these deficiencies and upgrade the spectrum to a 
more serious home computer. 


board, which is 


THE HARDWARE 





although just a litle bit soggy. 
Probably a very fast touch typist 
would find this effect would slow 
down his or her typing speed, 
but | should think for the aver- 
e user the action is pertectly 
alright. The slightiy soggy feel is 
in fact the only give away clue, 
that the owner hasn't escaped 
the membrane type keyswitch 
however refined it may be. The 
switching action is generated by 
the collapse of a rubber mem- 
brane cup with a graphite con- 
tact which bridges two inter- 
leaved tracks on the printed 
circuit board. This gives, in com- 
bination with the keytop plun- 
ger, a nicely balanced and 
smooth travel. may be worth 
pointing out that nearly all low 
cost home computers feature 
similar membrane type keys- 
witch mechanisms (including 
the QL), as this allows a 
tremendous cost saving com- 
pared to the orthodox keys- 
witches. 
Another interesting feature 


BE TE 
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not apparent to the user is the 
technology of the printed circuit 
boara, which is not through hole 
plated as usual, but boasts simi- 
lar techniques as used with 
thick film hybrids with silk- 
screened conductive ink tracks 
running over fhe copper tracks 
of the printed circuit board, 


KEY LAYOUT 


The keyboard features a full 
length spacebar, a fake caps 
lock (cap shift and caps lock 
have to be pressed combined) 
and a separate numeric keypad 
with a further cap shift key for 
the oddly positioned cursor 
keys in the numeric pad. The 
layout proves to be a bit ot a 
disappointment as the only be- 
nefis are the full-length 
spacebar and the numeric 
keypad. lt would have been nice 
to include an extension mode 
key, stop and comma keys and 
a cursor cluster all accessible 
with a single stroke. Neverthe- 
less the layout is practicable 
and because it is equivalent to 
the original, the Spectrum own- 
er will instantly fee! at home with 
it. 


| INSTALLATION 


The installation represents 
no problems. The Spectrum 


printed circuit board is fixed via 
4 screws, nuts, nylon washers 
and countermmuts onto the plastic 
vacuum-formed base of the 
keyboard, which is very flimsy 
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and bows and twists in all direc- 
tions until fixed to the solid encl- 
osure main body. The ribbon 
cables of the keyboard plug into 
the usual sockets of the pcb 
and thai concludes the easy 
set-up procedure. There is no 
provision to fit any other add-on 
inside the case, but the ZX 
Interiace 1 may be connected 
irom the outside and will come 
to rest underneath the keyboard 
case giving it an improved till 
which provides a better typing 
position. An extension cable is 
however required for connect- 
ing up the microdrive unit to the 
Interface 1 due to the extended 
dimensions of the keyboard en- 
closure. 


CONCLUSION 






The LO PROFILE provides 
the Spectrum with a g00d low 


profile, full travel keyboard. The 
keys have a very legible 
annotation and provide a good 
feel when fyping. | fails howev- 
er to provide extra benefits such 
as single stroke extended 
mode, punctuation and sensi- 
ble cursor keys. Here the Ful- 
ler, Transform and Saga 2 
Crusader keyboards definitely 
score points. 


Add-ons may be connected 
as usual to the extension bus, 
but no provision is made to fil 
them inside the keyboard case 
such as with the DK'Tronics 
unit, where the ZX Interface 1 
and power supply all fit inside 
the cavemous case. But where 
the DK'Tronics keyboard is 
enormously bulky and unhandy 
to use because of its very high 
profile, the Advance Memory 
Products LO PROFILE is ex- 
actly what it says, low profile, 


PROFIL 





even if somewhal expansive in 
respect of required, desk top 
suriace. 











ONAKEY 





FRANCO FREY 





" SPERK, 
VILGRRRE / 
| COLL OFF THIS 
" BAREBRIC À 
RITURL / 


IEME 
GIVE THE ORDER 
TO CONTINUE Pei 


THE HARSH WBERLORD | 
SEEMED MORE INTRIGUED 
THAN OUTRABED,» 


— WANT" Cross 
TO SEE THIS COMPANIONS, 
STRANGER DEBL EM JIN KIMAS Ano 
WITH THE ELL ERSEP 
NO? ALTAR THEMSELVES FROM 
DELAY IME GURRDS o THE CROWPw | 
CEREMONY— | | 
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HOLD/ NO MAN 
[| PASSES WITHOUT 
y MILGRRRES LEVES | 


[WILL 
f PHES HERE- 
AND VOL WILL 
NOT STOP ME, 


BUT, AS THE ELAPE SLYTHEP DO io 
TOWBRPS HIM, CROSS 1T=4T'5 ; 
| REACHE OUT - mio | IMPOSSIBLE: HE 
5 CUT TO THE 
BONE — YET HE 
HOLDS DM ;/ 


IMBECILE ! 
THAT ANE. HAS 
cost uam YOUR 
HAND — 
| THE NEXT WILL. 
TAKE YOUR d 
HERD/ 


ROSS METABOLISM WAS A STRANGE 
| MIXTURE OF HUMAN, VIRUS AND 
COMPUTER- dp PINTO ONE AT 


THE CRASH — = A 
-NIS BIZARRE HVBRID CELLS COULP 
REPHIR PAMAGED TISSUE MANY 
| TIMES FASTER THAN NORMAL — 


= By THE TIME HE REACHEP 
| THESWORD, THERE WAS LITILE 
TRACE OF THE TERRIBLE WOUND/ 


| STORY BY KELVIN GOSNELLo  DRAWN BY OLIVER FREYe 
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OU HAVE 
SOMETHING 
THAT EELONGS 
To ME, 
"uid 


CANCEL THIS 
CERE MONY 
ENC SPARE THE 


Soon, ON THE BALCON? |O 
OF VILGARRES PALACE» | 


Í SPY THAT ese | 
| GREAT GLOBES, YA 

o INTHE SKy ARE NDA 
| OTHER WORLPS [NR 
PRA ANDI COULE 


“VES-IN a es. 
f SPECIAL SHIPAWEY E 
CAME IN DNE - 8 
BUT AT I& Fo 
DESTROYED. Md 


E 


ARE THERE ANY MORE SOURTES Ths 


OF WHAT qOuU CALL 
'RELICS! AS WELL AS THE 
SITE TO THE SOUTH 7 


| ” YES, Away TO THE NORTH» 
” BUT ITIS INTHE BURNING LAND! — 
FEW MEN RETURN BLNE — ONLW 
THOSE WITH THE BURNING FEVER 
SURVIVE — [TIS A LIVING PERTH,” 


“AND VOU UNVE 

SOMETHING THAT 

TIS TIME TO O 
IME TO 


BUT My LORP” E 
TOL CANNOT STOP 1 
THE CEREMONH 
THE WRATA DF THE 
GOPS WILL BE 
VISITEP UFON 
US AND — 


THE WRAT n 

| OFViLgARRE NS 
15 MUCH ELOSER 
THAN THE patio OF 


BD) vou wiLL FIND NE FINSTHERY 
E SHIP = “OU WILL FINP IT 


E PRSSENGERS START, ? 
a TOME! 


THEN THAT O 
15 WHERE WE 
START OUR 

SERRCH nr 


BUT,CROSS — 
EVEN IF WE SURVIVE — " 
7 WHAT OF THE DTHERS — How CAN 
WE KNOW HE WILL NOT Kitt THEM 
THE MOMENT WE LEAVE 7 


CRASH August 1984 


105 





DO -ano we His 
CITY INTO J 
NOTHINGNESS — 


BECRUSE mm HiND SO, FS CROSS LEP JIN 
ANY E NI LDERNESS E 
| NLL RETURN - Ee 


«IT fe on E 
THREE VEARS SINCE 


LAST TIME / 


WAKE HIM OR LL 
| DO IT MYSELF AND 
FEEP YOU TO HIM/ 

» WHE!? 

WHY Do vou. 


KARRIAN — KARRIAN À 

CAN VOU HEBER ME? 
IT IS VILGARRE/ 

INEEP YOU, KARRIAN=| 


IT 1& OUR BRRGAIN, ha W — THE 
KARRIAN/- THERE | “ BURNING 
IS ONE WHO MUST Qu CAIN Ls LAND 
BE FOLLONEP - ANP [REST Peri, | 

PRA | FOR 

WEHES q 


ITS 
GOOP — | 
WILL GO, 
“THERE |I5 MUCH 
PERTH THERE - 
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raio E ETA ro ah 
nd | = - at di a 


available from: 
TWH Smith, Boots, Menzies, 
and All Good | 
Computer Stores 


AL] lencloseachequetorE gw 

n [3 debit my Barclaycard/Access Accountk 
CL] Name 

DI! Address 


SU/B/B4 





NOT JUST A PRETTY FACE! 


his superb new interface is one of our very Quickshot Joystick |: £9.95 
latest developments for your Spectrum. Super positive response 
Offering even more features, as it's pro- 2 fire buttons 
grammable from the keyboard or with the casseite Stabilising suction caps- 
aerea Ara Pe now use dada E Pora att lead | 
rogrammable for up to 17 directiona o Rtbpad pes Pe | 
moveis RE disdonal and fire. Quickshot Joystick Il: 212.95 
Features include: | dela E the features of 
17 directional Rear connector Pis Eohade grip 
movement, al for other Eco fo Ro lie Trigger + fire button 
fully functional compatible ps 
Works with quick 
shot to rapid fire. 
arena | 


DP” Picase rush me the following 
Programmabte Joystick EN 
E. 


Interface 
Quickshot Joystick Eq isso 
4 Quickshot Joystick Il. 
SÁ Please add post and packing.. 
* lenclose cheque/PO/Cashfor ...., 
Sd or debit my Ascess/Barclaycard No. 


Ed 
:; Signature 


Hd Address 


7 or se nd S.A.E. tor the New D.K.Tronics Spectrum Catalogue 
“Available disc of rom good computer shops anywhere 
DK Tronics Ltd. Unit 6. Shire Hill Industrial Estate, Saffron Walden, 
Essex CB11 3JAQ. Telephone: (0799) 26350 [24 hrs) 5 lines 





he Three Channel Sound (Eça ; Ea faso around | the popular AY-3-8912 
Synthesiser interface | sound chip it gives you complete control 
incorporates a BEEP audio (from basic or M/C) over 3 channels of 


amplifier and a 3 channel sound "tone and/or white noise, plus envelope 
synthesiser. | | “and volume control. k comes with its 


The BEEP amplifier improves te: dado a “own pod mounted (4") speaker with 1 
o eso and + ouipui RUA e “ metroofca 


TE Pia that it can be 


Pd 
E : i E 


fode 


fá Flgase rush me the following 
A. . Three Channel Sound 


” Synthesiser Interfaces dy £29.95 each. 
Please add post and packing...........€1.25 


LÁ |enclose cheque/PO/Cashfor ......Totalf 
PÁ or debit my Access/Barclaycard No. 


Ad Signature 


” Address 
Ed » 
4 Orsend 5.A.E. for the New D.K.Tronics Spectrum Catalogue 


“Available direct or from good computer shops anywhere” 


dkironics 


DK Tronics Ltd. Unit 6, Shire Hill Industrial Estate, Saffron Walden, 
Essex CB11 3JAQ. Telephone: [0799] 25350 [24 hrs) 5 lines 





INAL TOU 


eve just added the final touch to our numeric data entry. 

professional keyboard. The 15º x9" x 3º case will accommodate 

This new Microdrive compatible your Spectrum and other addons like interface 1, 
keyboard offers more key functions than power supply etc. and forms an attractive 
any other in ils price range. And the ici ojolcio| self-contained unit. 
keys and space bar make iteven easierto use. All conneciions, power, Mic, Ear, T.V., network 
Our keyboard, constructed from high density R$232 and expa nsion port are accessible at 
black ABS, will take your Spectrum into the the rear. 
professional league. “A few minutes, a screwdriver and the simple 
lthas 52 “stepped” keys plus space bar. À. “instructions supplied are all you need to fit 
keys in Cotnatie Ne e a si nça je red Edf PR. é e 
| sad cludir entry delete plus All dkiponics 


Er . d Po Ear g | 
a = “ E E E! | e ia r o 
, To" Es 
vei i 
E = r 
| l : - t+ 
es (a o | E | His 
ê Ei: ETA 
1 | ê 
mm E die to 
4 a 
Pa =. od qa | | L ua | Rail ado 
1 ] ! e = h 
E a 


E sá ' Es 
= | | 
em ES [eua | [et] Ps] Bs] Pino. Ma] Es ca ' 
7 i j RR i 
q 


Pe fm oe PIPA K 


E À 

De eo tai o fe a a ig e! is dim 
ã | Dt esp beat E a E 
O 


E a a A a Moo ooo 


Ag Please rush me the following ON 
«é ces Microdrive compatible “NM 
” keyboara(s) . Re MM ooo 
E” Please add posi and packing... Rr NEEM] 
»” |enclose chequeiPO/Cash for Total e 
,, or debit my Access/Barclaycard No. 


ELI TTELEt At 


” Signature € | Name 


Cd 


Ee 
fá Address 


di ii a eia E = 267 e ep 
Or send S.A.E, direct for the new D.K.Tronics Spectrum Catalogue ET “o 


iria ado ri io ae nina ao fia ii E A ro ranma neatna diem fran 


“Available ga or from good computer shops anywhere" 


dktronics 


DK Tronics Ltd. Unit 6 Shire Hill Industrial Estate, Saffron Walden, 
Essex CB11 3ÃQ. Telephone: [0799] 26350 [24 hrs) 5 lines 





| 1 he é agi pps port joystick It will run any software. That is:- 
interface is a highly versatile and y 
* price competitive joystick — Using keys 6,7,8,9 & 0. 
interface offering two joystick ports, | * Having redifinable key functions. 
The pis po . Eber A , 


8580. E * Using] al (Mie. dogs 


a E ta Pronto Nisa ici E: 
EA a Ro Asi EMGEA A) 
e sr Ar Ros, a Ng al y rx FA 14 F a) Y 
Y” Eai Emi AE b Te + A, x, a »4 
PRE R 7 RAT Mo”, é º 
f Dae A = AD, 
" a! . ja? pus a 21 E] de x 


* Please rush me the following 
Fá “Dual Port Joystick . 
* Interface(s) q €13.00 each 
* Please add post and packing.........., 
LÁ | enclose cheque/POÓ/Cash for ...... 
fd or debit my ada dera No. 
”, e 
Ad Signature 
4 Address 
PA Or send S.A.E. for the New D.k, Tronics Spectrum Catalogue 


“Available direct or from good computer shops aryuhero” 


dktronics 


DK Tronies Ltd. Unit 6, Shire Hill Industrial Estate. Saffron Walden, 
Essex €CB11 3AQ. Telephone: [0799) 26350 [24 hrs) 5 lines 





pj T 
A 


QUICKSILVA MAL ORDER PO Bor W 


| SNOWMAN BODGABOO VELNÓR'S LAR ANT ATTACK DRUMKIT GATE CRASHER NEW NEW GENERATIONON À 
FRED E em a Esse EEE ED-OUT| | ODORE É 
feito “n lhe n eosiva O OLHCHKSILVA CHHCH SILVA, UT R EL COMM 54 

| | Ppomrrnas oops E | RR Fa ] TRASHMAN £7.95 
cg E | En = E 3D TUNNEL £7.95 
ESCAPE  £7.95 
NEW f 
mem | e mM ud ELECTRO-ARTÃ, 
SPECTRUM 45h SPECTRUM 43H COMMODCRE 54 DRI] ATMOS 6 Gs SPECTRUM 48H ELECTRON G6.05 OO CESTO de, 
nas pares ER Lt a E im icq REC Ata IN A BON + RODKLET) 1653 
COMMODORE 64 SPECTRUM qUk EGO COMMÓDOSE 64 LYN dE gs ed 
Ljas o EE9S A . 45.95 SPECTRUM 48% 1405 
CRICATMOS Eh as 


WARNING: These programs are sold acco den to QUHCKSILVA Ltd's terms df trade a0d conditions of sale, copres 0f which are avaitable-gn request 


E F Pevinil atol gt | "airio k E id -— dera drradinj mmuttande anda 
o SH wusmirm Cs cedo iii ie 





